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Some superhero. He doesn't 
even know the definition of 
fearless and courageous. 


No x-ray eyes. 


No fancy-schmancy 
belt. What's so 
special about 

this guy? 


PlayStation 


тм 


The Sony Computer Entertainment logo is a trademark of Sony Corporation. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. Blasto, Captain Blasto and 


Why does this wiseguy 
get all the glory? 


A superhero 
should eat 
his protein. 
Not ride 
around on it. 


PlayStation: 


iz 


What kind of 
superhero hangs 
around with 
floozies? 


Free-roaming 3-D gameplay. Fully interactive sound and envi- 
ronments. Hard-core action shooting and open exploration. Classic 
platform elements. And the occasional intergalactic wedgie. 


the "B" logos are trademarks of Sony Computer Entertainment America Inc. Developed by Sony Interactive Studios America. ©1998 Sony Computer Entertainment America Inc. www.playstation.com 
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The future is Forsaken: 


"A stunning 3609 shooter... 


at a constant 60fps!" 
GAMEFAN 


"We can't wait to 


Deathmatch this!" 
PC GAMER ONLINE 
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(ог why deception, cruelty and betrayal are your friends) 


To start "The War of the Lions,” you must use bold strokes. Regicides, double-crosses, 


violations of queens, good options all. Whatever your plan, once begun, a war of this magni- 
tude is not to be trifled with. This is a brutal conflict of epic proportions, where each hallowed victory brings 
you closer to the very: heart of darkness. Battle after battle, you will command your fighting party across 


magical lands protected by hostile forces. You will need the help of the bravest warriors, as well as armor, 


weapons, intricate battle plans and magical spells. Be ruthless. Be clever. Or be dead. EN: 


for how to ensure the biggest, baddest, meanest SOBs are on your side} 


Ф we Final Fantasy Tactics you аге Ramza, a young squad leader and an ally of Princess Ovelia. Its up 
e to you to lead an elite fighting squad of your own choosing into battle. You must train them to be 


powerful Black Mages who can cast magic spells, Summoners who can awaken terrible beasts, Wizards, 


PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. Final Fantasy and SquareSoft are registered trademarks of Square Co., 


Ninjas, Bards, Archers, Thieves and more. There are nineteen fighting classes and four hundred abilities 
to master. If you go into hattle ill-prepared, may the enemy make the blood run cold from your heart. ф 


{or further discussions from the annals of shoot first, ask questions later) 


„ As the ancient history of warfare reveals, you will survive if your battle strategy is stron; Й and perish 
y M у sy 8 B 

W if it is not. You will lead the charge through impressive lands trying to gain the best strategic 

positions in forests, castle ramparts, swamps and valleys. You can buy and sell equipment, hire new soldiers 


and plan glorious battle strategies. May you conquer the enemy or may you die trying. «smsa jm 
plan g 8 yy q y уу! ying, 


ЕЙ —.SQUARESOFT: 


PlayStation 


Ltd. ©1997/1998 Square Co., Ltd. Final Fantasy Tactics is a trademark of Square Co., Ltd. ©1998 Square Co., Ltd. All rights reserved. www.playstation.com 
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WHOo’sS MOST LIKELY TO GET HIT WITH 
A PIE IN THE FACE? 


WELCOME TO 


ISSUE 110: 


Ммм, Тивок 2. УЧЕ SENT INTRE- 
PID REPORTER, Mike SALMON, TO 
VISIT THE SECRET UNDERGROUND 
FORTRESS THAT HOUSES THE 
TUROK 22 DEVELOPMENT TEAM. 
‘GET THE BEST INFORMATION YOU 
сам, Mike’ WE SAID. HOWEVER, 
WHEN MIKE CAME BACK, THE ONLY 
THING HE COULD TELL US WAS 
THAT IT WAS UNLIKE ANY BASE— 
BALL SIMULATION WE HAD EVER 
SEEN. THE ONLY WAY TO STIFLE 
THE SPORTS MADNESS SPURTING 
FROM THE 'FisH-BOY' was то 


LOCK HIM IN а ROOM FOR TWO 


WEEKS, SANS SPORTS, MINUS TU 


AND WELL AWAY FROM SPORTS 
ILLUSTRATED. WHEN HE CAME 
QUT, HE WROTE OUR BRILLIANT 
Тивок 2 PIECE, BUT NOW CLAIMS 
HIS FAVORITE SPORT 15 CURLING. 
PERHAPS HE'S BEEN AWAY а BIT 


TOO LONG... 


>>> FRANK 


FRANK O'CONNOR 
foconnor@ultragp.com 


‘It won't be те", says Editor Frank O'Connor. ‘That is the tradi- 
tional Scottish way of starting a bloody war and Рт pretty sure 
the rest of the team doesn’t want to see what's under this kilt! I 
figure that Braveheart movie has the whole team convinced they 
don't want to throw a pie at me! 


Восев Вовсни г. 
rburchill@ultragp.com 


‘Well, Ра like to think it would be somebody else, but it will prob- 
ably be me’, moans Reviews Editor Roger Burchill. ‘There’s just 
something about me that screams ‘Hit me with a piel’. І don’t 
know what that thing is, but evidently Tiffany can see it, too. I've 
stopped serving desert after dinner at home." 


Міке SALMON 
msalmon@ultragp.com 


*They'd have a hard time hitting me with a pie!’, brags Senior 
Editor Mike Salmon. ‘Pm just too fast and Руе got a bunch of 
really cool moves. Now if you'll excuse me, | think it’s time to 
take a little пар...” 


Енамсевсса REYES 
freyes@ultragp.com 


4 knew this was coming’, says Associate Editor Francesca Reyes. 
"That's all these guys think about. Every lunch time, someone 
yells ‘Food Fight!’, and the whole place gets covered with gunk. 
Рт putting on my raincoat and getting the hell outa here!’ 


Birt DONOHUE 
bdonohue@ultragp.com 


‘Sorry, can’t talk now. I’m kinda busy’, says Managing Editor Bill 
Donohue. ‘Let’s see, where was I? Oh yeah. Place pies in preheat- 
ed oven set at 350 degrees. Bake until meringue is starting to 
brown. Hmm... now where did І put the duct tape?’ 


ScREAMIN’ CRAYONS 
DWells@ultragp.com 
Ecastellanos@ultragp.com 


‘We like pie!,’ screams the Art Staff. ‘Can we have ice cream on 
it? Pie and ice cream are just like a party! We like parties!!! 
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ПП THE DISC 


o matter how good а videogame 


magazine may be, there are some 
things that you just can't get from print. 
We can show you the pictures of the 
games, but it's impossible for us to let 
you play the game for yourself, or even 
see the game in motion. Enter the ULTRA garrieplauers Disc 
Edition. On the disc, which works with both Appie Macintosh and 
PC compatibles, you'll find movies of all the newest, hottest console = == 
games, as well as playable demos of the biggest PC and Mac titles. SCREEN SAVERS 


Read the print magazine, check the web REQUIEM 
site, and view the disc to get the full Check out these cool screens from 
ULTRA garmeplayers impact. this Quake-stylo shooter based оп 
Questions regarding subscriptions ^ nantes Infernol 
should be sent to: 
subscribe@gameplayers.com расса 
Faulty disc/subscription screen ci 
questions: phone 415-468- пакао this ley pns 
2500. Current subscribers game! Woohoo! 
can receive the disc by 
following the help 
line instructions. 
Mac DEMOS 
ға-18 
Korea - Strap yourself into an F/A-18 
and take to the unfriendly skies іп 
the Latest flight sim for the Mac. 


QUESTIONS? 


1 don’t have access to the Internet, but Руе got a 
problem with the Disc Edition. Please write: New 
Media Group • c/o Imagine Media • 150 North Hill 
Drive. Brisbane, CA 94005 • (415) 468-2500 


Ul? ULTRA garmeplayers 


PC DEMOS — RDRENIX V HEAUY OAR Y POWEREDAT RACING 
мас DEMOS = F/A-IB KOREA 
MOVIES — TENCHU V HOUSE OF THE DEAD 
М BIOFREAKS ¥ 1080 SNOWEDARDING 
М PANZER DRAGOON SAGA 


REQUIEM 

What happens when angels and 
Satan's minions duke Н out in a 
total free for all? Well, Requiem from 
the 300 company might give you 
some idea, don't miss this non-inter- 
active trailer! 


http: //www.ultragp.com 
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MOVIES: 


1080 SNOWBOARDING 


a GER = EO 
TRICK 


205 


Part mans part 
machine... Kinda 
like Sens on 

laundry day! 


VIDEOGAME INSTALLATION 


MOVIES MACINTOSH INSTALLATION: 
Why settle for just still screens 1. Insert the ULTRA disc into your CD-ROM drive. 
when you can see the games in 2. Double-click on the ULTRA icon. 
action for yourself? Just take a look 
at this month’s hit list: 3. Double click on ‘Start UGP? 
4. You're on your way to gaming heaven. 
*Forsaken 
*1080 Snowboarding PC INSTALLATION: 
газ ag = 1. Insert the ULTRA disc into your CD-ROM drive. 
е 
а иа 2. Ореп “Му Сотршег. 
sBurniug Fangor 3. Double-click CD-ROM driv Шу. 
. Dou on your CD- 'e; usual 
*House of the Dead noted as Drive D. UN 
[боо R 4. Double-click on ‘Start95.’ not a 
= 7 
шш май 5. Now experience the glory of demos and пачи ааа E 
ePitfall 3D Е, еггу 
movies а go-go! 6 f i 
arcia's house! 
eSpeed Racer 
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POWER VR REVEALS 


2ND GENERATION 


Second Generation (PVSG) hardware There were a number 


га Game Players was recently shown than it was in earlier PowerVR incarnations with Wow! 
an early version of the PowerVR just about every conceivable mode supported. Forsaken 


of components looks great on 


in action on а Pentium 2 266. The version shown shown in the demo. The first demo was а sim- Ба Ен рны 

was roughly half the power that the final part ple plane from the movie Toy Story, flying in 

will have given that it was running at a consid- circle that was smoothly fogged. The plane was framerate. According to PowerVR, all of these 

erably slower clock speed and still lacking some ‘wood’ textured and flew in and out of the fog features and many others are ‘free’. 

Silicon. Despite this, the demo was impressive (there were a number of different fog modes). The next demo was a set of three skulls 

to say the least. With about 4,000 polygons on screen (not a impaled upon spikes (which had an exception- 
At first glance, the biggest improvement major feat), the framerate clicked along at more ally high polygon count and used ARGB Gouraud 

gamers will see is a dramatic improvement in than 100 frames per second. As features were shading). Running first at 640x480, the skulls 

rendering quality. Colors are brighter and better turned on (specular highlighting, tri-linear filter- had a number of light sources moving around 

saturated than on its past generation and it now. ing, etc.) there was absolutely no drop in the environment and tracked around a 65 


easily compares to 3Dfx's Voodoo 2 on this 
level. Alpha blending is far better supported 


MICROSOFT'S NEW TILT 


inc. has a Space Shuttle in it. We hope it 
doesn't blow up... 


drink that milk!!! 


TES | ОМ CONTROLLERS ) 


NEWS FEED = 


Sega is preparing a $100 million marketing campaign to launch the Katana 
in the US. In a recent interview, Sega’s Bernie Stolar boasted that th S- 
tem would debut with 10 to 15 titles and have between 30 to 40 in the 
three months that follow. Said Stolar: “Overall, authenticity is going to be a 
key factor in how we sell this machine. Our heart and soul has always been 
16 and up, but with Sonic that takes it down some and our sports offerings 
are also going to attract some of the Sony audience.” • Following the still- 
born performance of the Pippin, Bandai has shut down its entire Ditigal 


014 ULTRA garne players 


Entertainment division (or intends to sell it off). The company only sold 
30,000 units of the device in Japan and a paltry 12,000 in the US. The liqui- 
dation will include more than 50,000 inventory units which must be 
disposed of. Bandai has estimated the loss at $214 million, but the com- 
pany was buoyed during the same period by strong sales of its Tamagotchi 
virtual pets. e Acclaim has said that Extreme G 2 will offer nearly twice the 
gameplay that the original did. The new Nintendo 64 racer will boast 32 
tracks and 16 different vehicles. Additionally, Acclaim has said that the fog 


continued on pg 15 
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frames per second). At this resolution, емегу- 
thing was nicely rendered, but there were still 
jagged edges on some of the surfaces. That's 
when the full scene anti-aliasing was turned on 
and the difference was astounding. The hard- 
ware actually calculates the scene at 
1600x1200 and then renders it at a lower reso- 
lution. The effect is similar to taking a large 
screen shot and then resizing it to about half the 
Size with almost no detail loss. More impor- 
tantly, the framerate didn't drop after the feature. 
was turned on. As a side note, if desired, resolu- 
tions as high as 1600x1200 in 24-bit color are 
supported (though naturally at this resolution 
there's no possibility for super sampling). 
The next demo shown was a special ver- 
sion of Kalisto's Ultimate Race Pro using a car 
consisting of more than 
3 —  -—. 5,000 polygons and a 
higher polygon count 
track (though an exact 
figure was unavailable). 
All features were turned 
on (including the full 
scene anti-aliasing) and 
it ran beautifully at more 
than 45 frames per sec- 


POWER ҰН” 


ond. The car itself had translucent — Here's some 
windows and a fully articulated dri- more stuff 
ver that moved as the player blowing up. 
turned. The game wasn’t as pretty — 179: is full of 
as Sega's Model 3-ased Super GT, Perte 


but it was not too far behind. Given 
that this was a $99 board providing 
the horsepower, it was amazing nonetheless. 

To illustrate Direct3D performance, Rage's 
Incoming was fired up and ran with no dis- 
cernible slowdown regardless of the number of 
explosions and direction of turret facing. 
Unfortunately, a frame counter wasn't available, 
but to the eye it was extremely smooth. 

The one demo Ultra Gameplayers really 
wanted to see was Quake 2 or Unreal running 
on the hardware. Unfortunately, such a test was 
not available, but numbers should surface soon. 
It is this test that is likely to be the biggest and 
most important for PVSG as it tries to assert its 
superiority over Voodoo 2. 

There are two new features to the PVSG 
hardware that no other consumer level board in 
1998 will offer (according to both PowerVR and 
sources at Microsoft who would be aware of 
such product roadmaps). These features are 
bump mapping and anisotropic texture filtering. 


TOPICS 


While neither of these features are ‘free’, 
PowerVR claims that it can do anisotropic tex- 
ture filtering at the same performance cost its 
competitors (e.g. Voodoo 2) can do tri-linear fil- 
tering. In the case of bump mapping, this feature 
will figure largely in DirectX6 when it is released 
later this year. 

PowerVR was coy about its dealings with 
Sega for Katana stating that ‘announcements 
regarding our console partners will be made at a 
later date.' That said, when asked about the 
PVSG's use in platforms other than PC and rela- 
tive performance, Videologic's Trevor Wing 
explained that the polygon counts in theoretical 
use are given a supporting architecture that can 
throw more data at the hardware than a PC is 

currently capable of. Given that arcade and 
console solutions could have buses and 

CPUS that are better suited to fulfilling 

these demands, performance of the 3D 
core in such solutions should yield 
considerably better results than the PC. 
That said, logic would dictate that 
consoles have three to four year life 
spans as opposed to roughly one year life 
spans of PC technologies. Anyone devel- 
oping a console would take that into 
account when designing a new system in an 
attempt to predict where the attractive 
proposition indeed, but time will tell how much 
support it sees. 

So, all of this information sounds great, 
but gamers want to know when they can get 
their hands on it. The first boards should be on 
the shelves in May, more likely than not from 
OEMs such as Videologic and a number of 
other manufacturers. 


NEWS FEED continued from pg 14 


will be dramatically reduced for the new дате. • Ocean has scrapped the 
entire Mission Impossible Nintendo 64 team and started again. The new 
version will focus on the adventures of Ethan Hunt and the rest of the IMF 
team, and includes missions set in an American Embassy in 
Czechoslovakia, and a submarine warehouse. In a departure from the orig- 
inal espionage focus, Mission Impossible will now be an action-oriented 
shooter. Ocean has set a June '98 release date for Mission Impossible. • 
Hasbro has bought Tiger Electronics for $335 million. Tiger Electronic's 
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failed bid to capture into the handheld market with the Game.com is con- 
sidered by industry insiders to be the motivating force behind the 
company’s sale to Hasbro. Hasbro has received rights to all the Tiger 
brands which include Giga Pets, Laser Tag, and the Game.com. e 
Psygnosis recently announced a new PlayStation and PC game called 
Escape or Die Trying (somewhat confusingly abbreviated ODT for short). 
The game will be a third person adventure based around players control- 
ling a spell casting character. • Electronic Arts has signed Tiger Woods to 


continued on pg lb 
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© RATING: 3X 


© PRODUCT: AGP StarFighter 


© COMPANY: Real 3D 


9 SYSTEM: РС 


© PRICE: $189.00 


О пе of the first АВР 
graphic accelerator 
cards based on Intel's 780 chip set 
is coming from military contractor 
Lockheed Martin's subsidiary Real 
3D (Real 3D is actually a co-devel- 
oper of the 1780.) Both AGP and the 
1780 chip set are fairly new tech- 
nologies that have yet to establish 
themselves in the gaming market, 
but Real 3D's AGP StarFighter card 
is very promising. 

The StarFighter AGP card we 
reviewed came with 8mb of SGRAM 
and the features list is huge, includ- 
ing up to 1600x1200 resolution, 


@ RATING: Жжжж 


bilinear МІР 
mapping, Flat, 
Gouraud and specular shading, 
alpha blending, 1.35M 3D poly- 
gons/second, MPEG-2 running at 30 
fps and video in and out. Of course, 
you've got to have quite a system to 
use this card. The recommended 
configuration is a РЇЇ 300 MHz, Intel 
440LX AGP chip set, a free AGP slot, 
and 64MB of RAM, not a setup many 
gamers can afford. 


© PRODUCT: Saitek X7-38 


@ COMPANY: Saitek 


9 SYSTEM: PC 


© PRICE: $33.15 


he PC has seen an abundance 

of joysticks recently, few as 
good as Microsoft's Sidewinder 
Stick. Saitek has seen this need 


every game on the market. The stick 
feels good and controlls nicely, but 
the real advantage that the Х7-38 
" has is its ultra smooth throttle 


and filled it with a reasonably 
priced 4 button joystick and 
throttle that will have computer 
pilots grinning. 

Setup requires no 
additional software, 
allowing you to 
select a standard 
driver from the 
Game Controllers 
control panel, mak- 
ing the Х7-38 
compatible with nearly 


ЈУ control. The throttle is a lever 
to the left of the stick with a 
good base to grip. A switch on 
the bottom of the base also 
allows you to turn off the 
throttle, preventing the 
control drift you get in 
many sticks when the 
throttle isn’t directly 
used by a game. 
The Saitek 
X7-38 is a great con- 
troller for any flight sim. 
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DEFICIENT ЖЖ 
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PRODUCT: Advanced Control Pad 


COMPANY: MadCatz 


SYSTEM: Nintendo 64 


соооо 


PRICE: $19.95 


here have been many 

attempts to create a substitute 
N64 control pad, but few have lived 
up to the original. MadCatz may 
finally have come up with a winning 
pad that in some ways surpasses 
its inspiration. 

The first thing you'll notice 15 
the ruberized grip surfaces. The 
textured rubber keeps the pad from 
slipping in your grasp after hours of 
sweaty gaming and actually 
feels more comfortable 
than the plastics 
used by many pad 
manufacturers. 
The next major 
improvement 
is the button 
placement. 
The B and A 
buttons are lined 
up with much 
larger yellow 
camera buttons, giv- 
ing the pad a 
Sega-ish 6 button 
controller feeling. 
This is sure to please 
fighting game fans 
who have suffered long 
enough with games that use the 
camera buttons to pull off moves. 
Another change that will make 
fighting game fans happy is the 
design of the ‘wings’ of the pad. The 
sides are extended at a wider angle, 
making the D-pad aspect of the 
controller feel more like a standard 
(once again Sega-ish) controller. 


Of course, nothing is perfect 
and there are a few flaws in the 
Advanced Control Pad. There's very 
little clearance between the Z button 
and the memory card housing, 
making the pad a bit uncomfortable 
for ham fisted gamers. The D-Pad 
itself also feels a little flimsy, even 
though it works fine. Gripes aside, 
MadCatz has managed to improve 

upon Nintendo's design in some 
important ways and for 
many gamers the 
Advanced Control 
Pad is a great 
alternative. 


Looking kind of like a 
futuristic space ship, the 
Madcatz Advanced Control Pad 
has become the fave of many 
of the Imagine gamers here 

at the office. 


an endorsement contract. The agreement will allow EA to tack Woods' name 
onto an upcoming golf title that will almost assuredly be on every system 
imaginable (EA has to make back all of that cash somehow). е 


* Atari Games is indeed working on a new Gauntlet for the arcade. 
The four player game will bring back the classic characters in a new 3D 
orthogonal adventure that is said to feature more strategy and action than the 
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original. Be prepared for bosses and more. Home conversions are already 
planned for '99 for Nintendo and PlayStation • 


* Technosoft is bringing Thunder 
Force Vto PlayStation. Released last year on Saturn, the game will hit Sony's 
machine later this year as Thunder Force V Perfect System. Why the name 
change? Technosoft has made three major tweaks for the game's trip to 


continued on pg 1? 
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© RATING: ХЖЖЖ 


© PRODUCT: Gunz-T 
© COMPANY: ACT Labs 
Ө SYSTEM: PlayStation 
Ф PRICE: $24.95 


о play Namco's Time Crisis you can either invest in Namco's 

GunCon or play with a D-Pad (which is really unacceptable.) 
But now, thanks to ACT Labs, you have another choice, the Gunz-T. 
ACT Labs' Gunz-T is a GunCon clone that works with all of Namco's 
shooting titles, but also works with any other shooting game (right 
now the GunCon only works with Namco games.) 

The Gunz-T is similar in design to ACT Labs' previous light 
gun for the PlayStation, but adds a few new features that make it 
the ideal weapon for would be shootists. To make the Gunz-T com- 
patible with Namco games, ACT Labs added a composite video 
syncing cable that plugs into the back of your PlayStation. This 
syncing cable makes possible the improved accuracy Namco 
touted for the GunCon. In titles like Time Crisis, on the GunCon you 
duck by pressing a button, but the Gunz-T has a very different, and 
interesting, solution. By tilting the gun more than 45 degrees to the 
left, you activate an internal switch that ducks and reloads for you. 
Once you get used to it, tilting is fast and intuitive, and actually 
adds to the experience of Time Crisis. 

Gunz-T's accuracy seems as good, if not better, than most 
other light guns. The grip is also solid and it's just heavy enough to 
feel good in your hand without tiring your forearm. 

The GunCon is a great light gun, but an expensive periferal 
when you consider that it only works with Namco games. By con- 
trast, the Gunz-T is a bargain. You get all the funcionality of the 
GunCon, and the convenience of a gun that will work with the other 
shooting games in the PlayStation's library. Shooting fans in the 
market for a digital six shooter will be well served by the Gunz-T. 


NEUS FEED continued from pg 


PlayStation. The first will be support for Sony's Dual Shock controller. 
Additionally, new cinemas have been added, as have new gameplay 
modes. The latter include a time-attack where players must defeat 
the game's bosses in the shortest time possible. е 


ПРАВЕ АИ И ИЗ DO SONDO aE VEGETA SAGA’ 
AND АШЕМ ЭЧЕН 
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КЕ BE ms Nerf - 
Dragon Ball Z - Showdown (Vol. 8) 


Goku's battle with Vegeta rages on with Vegeta 
gaining the upper hand despite the return of 
Krillin, Gohan and Yajirobe to the battle. 
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Dragon Ball Z - Departure (Vol. 9) 
The battle against Vegeta finally concludes 

thanks to the teamwork and supreme effort from 
the Earth's Special Forces and Goku. Then, a 
new quest is announced! 


ONS HE БАВА 


Call Pioneer Customer Service at 800-421-1621 for more information 
or check out our new website: www.pioneeranimation.com 
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Licensed by FUNimation Productions, Inc. All Rights Reserved. 
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Turok г 


System МЕЧ, РС 
Release Date: September 


The most impressive N64 game ever! It’s too good to be true! 


The highlight of this feature and of our entire year 
has to be the exclusive unveiling of the much antici- 
pated Turok 2. As the very first non-Acclaim 
employee to see the game in motion, our own Mike 
Salmon came back with his jaw wide open. When 
viewing the screenshots, everyone in the office pro- 
claimed, ‘That isn't possible’. But Mike kept 
muttering, "That isn't what the game looks like, it 
actually looks ten times better!’. 

The original Turok still stands as the best look- 
ing game to ever grace Nintendo’s 64-bit machine. 
After seeing Turok 2 in motion, it makes the original 
look almost ‘ugly’ by comparison. Essentially, the 
developers have taken the original Turok engine, 
fixed all of its problems and added endless visual 
and gameplay extras. 


Problems Solved 


The first Turok received critical praise for its graphics 
and smooth play, but it was also loaded with little 
problems which kept it from being a better game. For 
the sequel, the developers have addressed and fixed 
all of these problems. 

The most common complaint about Turok was 
that the fog was too much and the whole game looked 
the same as the first level. That won’t be a problem in The new ‘skinning’ of the polygonal characters in Turok 2 produces an 
Turok 2 because each of the eight worlds that make amazing level of detail and smoothness. 


up the game use a completely different graphics set. Each world is 
home to a population of creatures and the environments are totally dif- 
ferent. Worlds like the swamp are similar to the original 
Turok, but areas like a ship-yard really break up these levels as well. 
Other locales, like an alien nest and spaceship, are so entirely different 
that you are likely to think it is a different game. The fogging has been 
dramatically pushed back and instead of a wall of fog, the fog gradu- 
ally builds into the distance. This makes the fog less noticeable and 
actually adds a dimension of realism that is unbelievable. 
The texture memory problem of the N64 was evident in Turok, 
because all of the walls and rocks looked identical from level to level. 
Turok 215 doubling the cart size of 
the original up to 16MB to 
remedy this problem. 
Additionally, the artists have worked on 
creating textures that take up less memory and 
provide a look that is unequalled by anything 
else we've seen. 
The other major flaw in Turok was the poor 
control on platform jumping and lack of enemies 
> 4 to take out. Again, both of these are no longer 
- 5 problems. Jumping onto platforms is not near as 
қ important as the original and the developers made 
a conscious effort to keep this from being frustrating. 
The variety and amount of enemies in the levels have 
doubled, so wandering around is no longer an option. 
Because the same exact team is working on the 
sequel, they are very adamant about fixing any problems 
and truly creating a game that is twice 
as good as the first. So far, so good. 


\ Y 


Every inch of the enemies in Turok has its own collision 
detection. The arrows stick in where you shoot them. 


Austin, Texas - Clearly the backbone of 
Acclaims rise from the ashes, Iguana was 

e for Turok and NFL Quarterback Club 
54. Nestled in the *coolest' city in Texas, Iguana is 
preparing a trio of games for the coming year, 
including Turok 2, Iggy's Reckin' Balls, 
and All-Star Baseball. 


http: //www.ultragp.com 


. ULTRA garneplayers 021, 


Take that, Goldeneye! 


The only game to challenge Turok's position as the 
number one first-person shooter on the N64 was 
Goldeneye. Many gamers and industry pundits believe 
that Goldeneye is the best first-person shooter on the 
N64. The developers at Iguana want to make sure that 
Turok 2 takes that title back, and in a big way. 

As a means to that end, Turok 215 going to fea- 
ture a four-player death-match that they say, ‘will 
blow away Goldeneye’. The death-match levels are 


“The backgrounds in Turok 2 are alive with explosions and 
flying objects, and the amazing particle effects make this 
the best looking game we’ve seen, period! 


being specially designed with a unique graphic set 
and set-up for a compelling experience. 

What makes Turok 2 such a visual treat is the 
high-res mode, detailed textures, and real time light- 
ing that is better than what's being done on high-end 
PC’s. Things like water, fire, and sun all effect the 
environment and creatures in it in real time and 
what's more, it doesn’t affect the performance what- 
soever. Therefore, the death-match levels are also 
going to use this real time lighting, something that no 
N64 game has done. 

The gaming industry went nuts over 


Goldeneye's specific collision detection that allowed 
gamers to pin point shots and watch the polygonal 
enemies react. Not to be outdone, the developers 
have included this in Turok 2 and taken it to a new 
level. Instead of some pre-animated twist in pain, the 
enemies in Turok will be affected in real time by shots 
anywhere to the body. The collision is so specific and 
detailed that you can actually shoot underneath an 
enemies armpit (not something you'd want to do, but 
a good example of the amazing detail). To further add 
to this effect, weapons like arrows actually stick into 
the enemy and stay there. Just imagine this in a 
death-match. Shoot a foe right where the sun don't 
shine and the arrow sticks there until they die. 

The pin point accuracy in Turok 215 accom- 
plished with an aiming cursor similar to Quake ІІ and 
is often required in taking out an enemy. For example, 
if the enemy is wearing heavy body armor, then you 
have to shoot them in body parts where they aren't 
armored or the bullets will ricochet right off. 


Over The Top 


To say that the weapons in the original Turok were 
over the top is an understatement of epic proportions, 
but in Turok 2, they are going even farther. The 14 
weapons of the original have almost all been replaced 
by 21 new weapons of destruction. While we didn't 
get to see many of these weapons in action, we did 
get to see some of the results. The developers of 
Turok 2 realize that gore doesn't make a game, it 
makes a game better. And, fans of gore, Turok 2 does 
not disappoint. One example is a weapon that literally 
splits an enemy in two, which leaves a stumbling, 
spurting figure with bones sticking out of the ripped 
flesh. This is the kind of detail that really immerses a 
player in the game and basically makes you go wow! 
Of course, since Turok is more heavily armed, 
the bad guys are as well. The populations of crea- 
tures on each level are amazing. In the Per-lin 
swamps, there are four different kind of Per-lin, each 
of varying strength and attack patterns. One is a 
basic Per-lin from the first game, who will pick up 


The variety in levels and textures in Turok 2 is absolutely unbelievable. In fact, many competitors have claimed that 
Iguana faked all of these screenshots. Well, we were playing the game and it actually looks better than these pictures! 
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behind the first Turok and is on 
heading up the development on 1 
new sequel. 


two players for саки 
To me, if you're going to ра; 
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Familiar enemies like the Per-lin return, as do a horde of new creatures. The animation, speed, and А! of the characters 
has improved dramatically, making the game move along at a much faster pace. 


boulders in the environment and chuck them at the 
player. Then there is a Per-lin Juggernaut, who 
wears armor and carries a huge sword. They will 
attack by slamming their sword into the ground and 
creating a ground tremble that the player must 
avoid. Another Per-lin is armed with an archaic rock 
shooting mechanism, which they will fire off like a 
primitive chain gun. The same variety is planned in 
every level. Another difference in the enemies is 
speed. They no longer lumber around the level; now 
they attack swiftly and chase the player down. Run- 
ning away isn't an option in Turok 2. 


Total In 
Perhaps the biggest single improvement in Turok 2 is 
the level design. The use of structures, terrain, and a 
complete 3D environment are all done much better 
than the original. But what makes this so amazing 
are the 'live' playing fields where the action takes 
place. The one level that was up and running was the 
shipyard and the overall feel is more impressive than 
anything we've seen. As you traverse through the 
shipyard, fires and explosions go off in the environ- 
ment, sending carts flying and opening up new 
territory. The particle effects for fire and smoke are of 
a quality that is certain to make the movie industry 
stand up and take notice. Then enemies start 
approaching through the fog and the fires cast elon- 
gated shadows as they draw closer. In another point 
in the level, the player is crossing a bridge when a 
giant Per-Lin busts through the bridge and attacks. 
This live environment is simply incredible and draws 
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the player into a believable and scary world. 

Other new elements, like switches, have been 
added to make Turok more of an adventure, but the 
strength of this game still lies in the pure violent 
action. There's no sneaking around like in Goldeneye; 
that is just not Turok's style. Instead, Turok busts into 
а гоот and fires off a nuclear blast that litters the 
room with bloody body parts. The levels we saw all 
feature living elements and detail that make us more 
than a little excited to get our hands on this one. 

The developers also revealed a new character in 
Turok 2 named Adon, who is a female character that 
serves as a guide to Turok. The fit femme fatale pos- 
sesses what the developers call, Чће best butt in the 
industry' and serves to explain the story and add more 
depth to the game. 


The Final Word 

Is Turok 2 really all that? You can never really judge 
a game until you've had a chance to actually play it 
all the way through, but from what we've seen, 
Turok 2 is clearly going to be one of the best N64 
games of the year. The graphics and technology 
alone make Turok 2 important for N64 gamers and 
should set a new standard for other games to mea- 
sure up to. 

Often times sequels are watered down 
versions of the original, but the development team's 
commitment to making a great game shines through 
in every aspect. Fans who have been awaiting word 
on Turok 2 ever since the release of the original 
should all smile because this is the sh... err, bomb. 


and him and that's it. So you need the four 
players and that's something that we felt 
was really important. 


0: How is it going with the frame right 
and graphics with four players? 


A: That's part of the reason why we are. 
creating the new graphics is to make sure 
that we have the performance for the four 
player split screen as well as can be done. 
Again, right now since we are into the game 
creation stage, we've done some tests of 
splitting the screen and working and stuff 
like that. We're just now moving into the 
actual execution of the Death Match stuff. 
We're pretty optimistic, because it's running 
one player game levels reasonably well, 
with a lot more detail and size going into. 
them than most of the Death Match arenas; 
which would be tighter, more enclosed and 
a little bit more rapid. The levels will take 
up a smaller area, so players come across 
each other more often, especially with the 
four players. If you make them too sprawl- 
ing then you'd never see each other. 


0: And then it turns into more of a Wan- 


der match? 


A: Yeah, exactly. You end up just meander- 
ing around, and going their out here 
somewhere and then your turning on the 
radar just so you can find them. Your going 
there and over there and of course, the ele- 
ment of surprise is gone again, because 
you're both seeing your little cursors go 
towards each other. Actually we're really 
excited about our Death Match. A lot of the 
best things about the one player are going 
to carry over into our Death Match stuff as 
well. Real timed lighting and things like 
that are completely new. As far as | know, 
we're the only game of this kind specifi- 
cally, aside from Forsaken, that makes that 
kind of use the real timed lighting. A shot- 
gun will create a muzzle flash that will 
illuminate the area around the character, so 
you're not being shot from the dark without 
ever seeing it, unless it's with a weapon 
that doesn't have a muzzle flash, which cre- 
ates a lot a more fun and fair experience 
and a lot more realistic experience when 
you're seeing the guy in the corner. He's 
been waiting this whole time for you to 
come wandering by and when he fires, you 
get a visual clue, aside from just blood 
spraying off your face. All of the dynamic 4 
lighting that we have in the game а 


http: //www.ultragp.com 


will be working in the Death Match and 
will blow away anything out there. 


0: What kind of upgrade in lighting is 
this from the original? 


A: We've got stuff going on in Turok 2 that 
works better than the high end PC games. 
We have more than two dozen dynamic 
lights flying around in our world, as opposed 
to none in the original, and you can really 
see the difference. 


0: One big criticism of Turok was the 
blanketing fog. Are you going to be 
pushing the distance back some? 


A: Yes, we pushed it back. We've kept peo- 
ple's complaints about the first game and it 
has been our foremost priority in taking care 
of those. I’m a little bit obsessive about 
designing levels where we still use the fog as 
an effect, because we like the atmosphere it 
provides. In the real world, when you look 
across space, there is an atmospheric distor- 
tion present. There is always this subtle 
fading in the distance; to me it creates а 
more realistic impression of space. So we 
like that effect, but where as in Turok it was 
more of a wall, in Turok 2 it's more of an 
atmospheric effect used for realism. 


Q: Some have criticized the original 
for the control. How have you 
approached that? 


A: One thing we vehemently and adamantly 
defend is our control figuration. We love it, 
we think it's the best way to play this game. 
It's the best way to play games like Golden- 
eye. When Quake comes out, it will be the 
best way to play Quake. However, we real- 
ize that a lot of people weren't comfortable 
with it and have added alternate control 
schemes that they would be more comfort- 
able with so that people who played 
Goldeneye can refer back to the control 
scheme they are familiar with. This way we 
can please all people. 


Q: The real problem with the control, 
for me, came in the jumping from 
platform to platform. Have you 
addressed this issue? 


A: The jumping and everything last time 
was a design issue. It was overly nit-pickey 
about the precision of your jumping. We 
learned a lot of lessons from that. 
When you spend a year and a half 
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Acclaim's rise back to the top of the software industry 
is largely due to the original 3D engine of Turok, 
which was used for NFL Quarterback Club '64. But the 
developers at Iguana are continuing to push the enve- 
lope with an all new 3D engine making its debut in 
All-Star Baseball. 

The astonishing high-resolution graphics, com- 
bined with the lifelike animation, make A//-Star 
Baseball the best looking sports game we've seen. 
When looking at the game, it still wasn’t completely 
playable, but if the play can match the graphics, then 
this could be the best interpretation of America’s pas- 


time ever produced. 

The pitcher/batter interface is done with a 
cursor, but additional depth makes it a bit more 
intriguing than others like it. Batters have hot and cold 
zones (ala World Series Baseball) that change 
depending on whether the pithcer is right- or left- 
handed. One of the key ingredients in real baseball is 
the match-up of lefty vs. lefty and no game has played 
on this until now. 

Acclaim’s goal is to become the EA Sports of the 
N64 and from what we've seen, All-Star Baseball is a 
step in the right direction. 


jk е SS 


stadiums look better than they do in real life. 


Iguana's new 3D engine is phenomenal. The stadiums and players are so real that the players actually breathe and the 


Iggys Кескит Balls 


Iggy's doesn't have the graphic pizzazz or 
technological wonder of the other titles Iguana 

is working on, but the game manages one important 
factor: fun. 

The game is a vertical racer starring crazy 
ball-like characters who must climb up the spiraling 
track using a combination of grappling hooks, 
jumps, and transports. With ten characters to 
choose from and a seemingly endless variety of 
tracks, Reckin' Balls is a fun little game that pro- 


vides plenty of depth. As you race to the top, you 

must battle it out with the other three contestants, 

and while the computer А! is excellent, the best 

way to play this game is with three friends. Pulling 

off attacks that send a buddy plummeting back to 

the bottom is a satisfying way of securing the lead. 
The best way to describe Reckin’ Balls is 

Mario Kart on a vertical plane. And anyone who 

has spent time with Mario Kart knows how addictive 

this type of multi-player game can be. 


а fun multi-player race. 
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Compared to Iguana’s other beauties, /ggy's Reckin’ Balls isn’t quite the looker, but the fast-paced gameplay produces 
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Warzone 


сет: tation 


One of the most amazing statistics in the videogame 
industry has to be the astonishing success of 
wrestling games. Whenever one is released, masses 
of people go out and buy the game. Acclaim 

hopes this trend continues as they prepare to release 
WWF Warzone. 

The photo-realistic graphics and lifelike motion- 
capture make this the best looking wrestling game 
we've ever seen. As we all know, looks aren't every- 
thing, but the variety of moves, modes, matches, and 
challenges give Warzone an advantage over all of the 
competition. With real-life wrestlers and announcers 


setting the stage, this is no doubt a game any fan of 
the WWF is going to want. Beyond that, the develop- 
ers are attempting to make this a good fighting game 
that can appeal to people who aren’t even fans of the 
sport (and we use that word lightly). 

This game is important even to those of us who 
wouldn’t play a wrestling game with our worst ene- 
mies console because of the detail in the characters. 
Never before has a polygonal figure been able to look 
more like its real-life counterpart. The exact muscula- 
ture, facial hair, and outfits of the wrestlers create a 
look that is nearly surreal. 


The graphics and animation in Warzone are so realistic that Н was almost disturbing. The gallery of options and real 


wrestlers should appeal to any fan of the WWF. 
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making a game, you can skip across dinner 
plates 1000 feet in the air without ever 
missing a jump and you think it’s fine. But 
then when it gets out in the world, we real- 
ized people got frustrated with that. In Turok 
2, the jumping is easier, more generous, and 
basically more playable. When we do add 
the element of platform jumping into the 
game, it’s a lot more friendly to the player. 
Not that it’s not challenging in certain areas, 
but by-and-large, it isn’t as important. We 
also reduced the amount of jumping you do 
dramatically and added a lot of other types 
of platforms aside from just platforms that 
you jump from. We nipped that problem in 
the bud as well. 


Q: Are the locales in Turok 2 
take place in a similar jungle? 


A: Basically, there is no jungle level in the 
game. We are not using any graphics from 
the first game at all. There is not a single 
model in this game that’s from the last 
game, there’s no single texture in this game 
from the last game. 


Q: What kind of uniq 
you facin 


е challenges are 
n doing a sequel as opposed 
game? 


A: Doing a sequel is a lot scarier than doing 
an original. An original is fresh and a sequel 
is potentially just more of the same, so you 
have to be even more original in my opinion. 
You can’t rest on your laurels, no matter 
how successful your original game was. You 
can’t do it because success the first time 
around is not a guarantee of success the 
second time around. 


Q: As far as enemies go for this time 
around, are there any new, big enemies? 
Is it going to b: e type of thing 
where they in the jun- 
gle, or orce that 
Turok i: 


A: The design in Turok 215 extraordinarily 
ambitious on all fronts: art design, creature 
design, animation, technology. There are а 
lot more types of enemies in Turok 2. They 
are a lot more impressive and each level in 
the game is its own unique graphic set and 
each level in the game is populated by 

an indigenous population. All of these 
populations, if you follow the story 

in the game, p 
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are working for the same evil super being. 
At the end, they've all been ‘duped’ around 
under his wing some way or another. How- 
ever, as you're moving through the game, 
you are progressing into different worlds 
and 

always seeing new creatures and 

things that you haven't seen before. The 
background of the game actually estab- 
lishes what the relationships are and why 
they are fighting Turok. 


0: So different creatures populate 
different worlds? How does that affect 
the game? 


A: Last time, we had a great set of crea- 
tures in the game. At that time, I think the 
best creature design and the best looking 
creatures that were available in this type of 
game up to that point. Still, the creatures 
were just a jumble of ideas. This time, 
they actually exist in societies and environ- 
ments that belong to them. When you go 
into the swamp level where the Per-lin live, 
you now find that there's four different 
kinds of Per-lin that do different things. 
Because they build with really large heavy 
things, the structures in their environment 
aren't all that delicately crafted. So we cre- 
ate a level with a sense of reality in mind. 
What were these big ape guys like, what 
would their reasoning be, why would they 
build that? They might try to have some 
sense of aesthetics because they envy 
human beings. They're jealous of us 
because we've gone further in a shorter 
time than they have. That's why they don't 
like humans, that's why they've got a 
grudge against Turok. 


0: That sounds like a great deal of 
detail in every level. Is this going to 
make a difference to the player? 


А: | don't know, but I'm a sucker for that 
sort of detail. | pay attention to it when I 
look at other people's games. | think 
‘yeah’, somebody was thinking about 

all this stuff. It’s just a more 

convincing experience. 


Q: How many levels are planned in 
total, how many different worlds? 


A: There are 7 different worlds, and all of 
our Death Match stuff, all the boss arenas, 
and bonus levels are an addition to that. 
There will be plenty of variety and the 
game won’t be easily beaten. 
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Iguana UK-Northeast England So what do the 
‘blokes’ at Iguana UK reckon is so special about 


what they’re doing? Well, it’s a little thing called 
the Shadowman engine. *We've been working on 
this for two years, and we're very proud of the 
achievement,’ said creative top gun Guy Miller. ‘As 
well as Shadowman itself, we're going to be able to 
use the engine for just about any kind of 3D game." 


Shadowman 


Developer: Iguana West 


System: PC and МЕЧ 


Release Date: November 


It's based on the comic of the same name in which 
the main character is a dead fellow who drifts in and 
out of real life and a scary afterlife, trying to foil a 
cabal of mass murderers who — wouldn't you know 
it — are on one of those mass murdering sprees. 

It's another third-person 3D adventure, but 
Iguana has a few tricks up its sleeves, which takes 
Shadowman further down the road than Tomb Raider. 

For one, the backgrounds and settings really are 
disturbing. 'Upsetting' is a favorite word among the 
designers. This isn't just your average abandoned 
Roman fort or nondescript tunnelware. The game 
takes place in a convincing real-world setting, as well 
as a horrible Clive Barker-style afterlife place in which 
you must put zombies out of their misery while keep- 


could be another key to the future success of Acclaim. 


Iguana UK has created a new 3D engine and the first game to utilize it is Shadowman. Early visuals suggest that this 


ing your heartbeat in check. Every corner can reveal 
some truly disgusting manifestation of some seriously 
awful imaginations. 

Back in the real world, there are disused New 
York tenements, and an abandoned 1960s summer- 
camp, as well as an outpost in the Mojave desert and 
an urban underground rail system. Plenty of opportu- 
nities here for hidden two-headed psychopaths or 
deranged chaingun freaks. 

The weapons aren’t just a series of gratuitously 
increasing-in-nastiness-blasterthons, though. Some 
of them perform voodoo tricks, or are used to open 
new areas. There's only one thing you won't find in 
this adventure - keys. ‘We’re just sick of them,’ cry 
the team in unison. 


Bloodshot 


Developer: Iguana UK 


System: PC and PlayStation 


Release Date: April ‘99 


Bloodshot is the second game to use the Shadow- 
man engine, but instead of another 

adventure, this is pure action. Gameplay is like a 
mixture of Gauntlet and Robotron, with levels looking 
just a bit like Мета! Gear Solid. The camera-angles 
are all strange; moving constantly depending on the 
gameplay. But in the video we saw, it all seemed to 


work naturally enough. The main character is 
a Mad Max-type who can shoot in any direction, 
no matter which way he's moving. 

No wonder Iguana is planning a bunch 
more games. We reckon a racer might be in 
the works for the future, as well as a sequel 
to Shadowman. 


ULTRA garmeplayers 00? 


РВОВЕ 


Croydon, England - This small suburb of London is the home of Probe development. This band of Eng- 


lish programmers is famous for its work on Die Hard Trilogy and infamous for its lack of work on 


Fantastic Four. What does the future hold? 


Forsaken 


Developer: Probe 


Systems: PC, PlayStation, МЧ 


Release Date: 


As a multi-player game, Forsaken looks set to take 
the place of Descentat the top of the 360 degree 
flight combat sim genre. 

It’s extremely fast, very colorful and brimming 
with personality. The team at Probe is completely 
honest about the debt they owe to Descent, but they 
still reckon they've outdone the old warrior. ‘We went 
to some Descent frag fests and some Quake fests and 
both sets of gamers were impressed,’ says develop- 
ment director Joe Bonar. ‘Sometimes people look at it 
and say ‘oh look, it’s Descent’, but once they start 
playing, they realize that it’s so much more. This will 
do for Descent what Quake did for Doom.’ 

16 players have been built in, each with their 
own personality and voice. You get the ex-cop, eccen- 
tric Englishman, Asian-warrior-girl, weird fetus thing 
and plain old psychopath. Not only that, but each bike 


Extreme Ge 


Developer: Probe 


System: МЕЧ 


Release Date: 


Probe decided to use 
the exact same guys 
for this N64 racer that 
crafted the original, 
which rather pre- 
dictably was viewed as 
an attempt to make 
WipeOut for the N64. 
The guys, being 
self-critical types, 
listened in to some of 
the more explicit 
criticisms of the 
original and decided to 
act. This time, the cart 
has been upped to 
16Mb, leaving room for 
16 bikes and 32 
tracks. The tracks 
themselves are more 
complex. For example, 
short-cuts can be 
found by blasting inno- 
cent-looking objects. 
A new front-end 
has been installed to 
make the whole thing 


look crisper and easier 
to navigate. And а 
‘proper’ sky has been 
used as a backdrop to 
the tracks, setting 
them off more clearly. 
Fogging has also been 
improved. Now it’s set 
back from your view, 
which is a blessed 
relief. Other goodies 
include the possibility 
of night-time racing, 
with only the bike's 
own lights to guide 
you, bouncing 
weapons, and an 
R-Type weapon- 
power-up. 

Meanwhile, 
Probe is also working 
on an N64 
зоссег-дате which 
will come with an MLS 
licence. It'll be out in 
time for the World Cup 
this summer. 
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has its own voice-computer, and you can choose one 
of three voices, which offer advice during the game. 

It's set in tunnels around the world, and on bits 
of other planets after some terrible global misfortune. 
Each player is a mercenary looter, pitting their wits 
against other unsavory types and a bunch of defen- 
sive robots left behind by corporations looking to do 
some ‘legitimate’ looting of their own. 

The bike you ride picks up weapons along the 
way, including primary weapons such as lasers, sec- 
ondary weapons such as missiles and mines. There 
are also power-ups which improve the performance 
of your weapons, and an R-Type-style gadget that 
makes your weapons really useful, but can also turn 
nasty and cause you damage. 

As well as front-view, you have in-picture win- 
dows showing rear-view and missile-view. The 


ЕЗ 


АН is forgiven! After torturing us with Fantastic Four, Probe has made ammends with Forsaken, which is the game Descent should have become. 


mis- 
sile 
view can 
also be used for 

stationery mines, which is a lot of fun. 

Impressive effects to look out for are great in- 
game light-sourcing, especially off the more fancy 
weapons, and some glorious underwater sound- 
effects, of the kind heard when you stick your head 
underwater in the bath, only to find a bunch of loony 
post-apocalyptic renegades blasting hell out of your 
rubber ducks. 

The PlayStation version looks like a decent sort 
of port. There's head-to-head gaming, and all the 
basic elements from the PC version are included. Both 
are expected out in May. 


Machines 


Publisher: Acclaim 


Developer: Probe 


System: PC 


This is a real time strat- 
egy game, but it's 
definitely not the last of 
the dreaded C&C clones. 

Probe, which is а 
die-hard console devel- 
oper with PC pretensions, 
was visited last year by a 
little English outfit called 
Charybdis. They were 
clutching reams of paper 
containing details of this 
weird looking strategy 
game. Apparently, other 
PC developers and pub- 
lishers thought it all 
looked a bit too ambi- 
tious, or they were 
already working on their 
own contributions to the 
strategy genre. 

In Machines, you 
can play the game in both 
top-down 2D,or immer- 


‘machines’ you create. 
Each of the characters 
are bits of hardware 
designed for specific 
jobs, whether that be 
resource collection, 
resource management, or 
combat. You can program 
your machines to be stu- 
pid and violent, or passive 
and intelligent, or any 
combination in between. 
There’s a huge 
variety in types of 
machines, ranging from 
little smart-asses who 
just go about doing all the 
boring admin, to utterly 
huge nuclear bomb dis- 
pensers based in space. 
You can also enter 
buildings as a spy and 
cause all manner of 
havoc. Machines looks to 


New lighting effects and 
some better tracks should 
make Extreme G far 
superior to the original. 


sive 3D. You can be the 
boss, or you can be any 
one of the eponymous 


Ба A new take on the popular 
be an ambitious take on real-time strategy genre, 
an increasingly tired Machines gets gamers in 


genre. It's out in October. 


close for the action. 
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The Most In-Depth Strategy 
Guide 0n The Planet! 


• Detailed Story Lines 
e Character Profiles 

е Rendered Artwork 

e Hidden Characters 
• In-Depth Training 
е Insane Combos 

e Special Moves 

e Free Poster 

and Much More! 
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TOPICS 


COOL. KATANA 
CONTROLLERS? 


umor has it that Sega may be incorpo- 

rating some new Microsoft technology 
into the controller for Katana. The Microsoft 
Tilt Controller (see this months News section 
for details) offers the ability for the controller 
to detect the 
angle at which it 
is being held, 
allowing for brand 
new control para- 
digms. It has 
previously been 
rumored that the. 
Katana controller 
will feature an 
LCD screen with 
roughly the reso- 
lution of a 
Tamagotchi. The 
screen will allow 
for such features 
as the secret 
selection of plays 
in sports games, 
separate 
‘scanners’ іп 
adventure/action 
games and a host 
of other uses. 


е Enix is supposedly going to bring over the 
rhythm and dance game, Bust A Move, to the US. 
Sources close to the company have indicated that 
itis speaking to a number of UK and US dance and 
techno bands regarding this opportunity. Enix is 
rumored to be trying to get the game out in the US 
by Christmas. • 
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HERE АНЕ SOME NOTES FROM THE 
UNDERGROUND... LOAD THEM АТ YOUR LEISURE... 


KATANA NABS SONIC AND ECCO! 


eanwhile, in other Katana news, two old 

friends are allegedly returning to Sega's 
next system. Sources close to Sega have told 
Ultra Game Players that a new Sonic game is 
being worked on by Yuji Naka's Sonic Team 
in Japan. The game is well underway and is 
allegedly on track as a launch title for the 
system's US release in mid-to-late 1999. 
Additionally, in the US, Appaloosa is work- 
ing on a new Ecco the ц. 


Dolphin game. This title is allegedly still very early 
in development and won't be ready until late 1999. 
For those who don't remember, 
Appaloosa was once known as 
Novatrade, who did the original 
Ecco for the Genesis. 
In other Sonic news, the 
( speed-burning blue mammal may 
б) be forced to step down from 
4 videogames if his species is 
“с awarded the coveted 
‘Endangered Species’ status. No 
more running wildly over the countryside 
for Sonic then; just slow afternoons in the 
rocking chair, with his buddy, the Condor. 


We didn’t 

know pirah- 

паз swam 
vertically! 


ІЛ 1 No rugs for the 

а hedgehog. He likes 
hardwood floors! 

||| 2 Sonic works out on 

the, uh... whole pipe... 


peculation has been growing that Nintendo 

of America is getting cold feet about releas- 
ing the 64DD in the US. It has 
already hinted that the US will 
not see the unit at any point in 
1998. This is especially disap- 
pointing due to the fact that it 
was supposed to be on the US 
market by last Christmas. Said 
Nintendo VP of Sales and 
Marketing, George Harrison: “Тһе 
64DD is launching in Japan this summer, 
and we'll see how it performs there,’ Harrison said 


with refreshing honesty. 'The 64DD will probably 
still arrive in North America this fall, but you could 
Say, based on our past launch history, 
that the date could slip.' Previous 
rumors have indicated that if and 
| when it does come to the US, 
Nintendo is planning on a price point 
of $80 (around the price of a game), 
which should allow the system to be 
widely adopted. There's no definitive 
word of how much games for the new 
add-on will cost, but they should be 
well below current cart prices. 


Storm is hoping to make use of the Quake 64 

engine for Daikatana 64. Rumor has it Midway is 

willing to work with lon Storm to license the Quake 

engine though the licensing is said to be excep- 

tionally cheap given that it was originally licensed 

in part to Midway from Id (the company which lon 
* lon Storm founder, Mike Romero also co-founded). 
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IT'S ON THE 
WAY FINALLY 


THIS 15 OFTEN THE TIME OF YEAR 
WHEN GAME MAKERS SUDDENLY GO 
QUIET. ALL YEAR LONG, THEY BEG 
AND PLEAD THAT WE COVER THEIR 
NEW GAMES, THEN AFTER CHRIST— 
MAS AND BEFORE ES, THE WHOLE 
LOT CLAMS UP. THAT ISN'T 
ENOUGH TO STOP ULTRA GAME 
PLAYERS FROM DIGGING UP INFO 
ON THEIR GAMES ANYWAY. THIS 
MONTH, THE BIG PREVIEW IS 
TEKKEN 3, WHICH IS AMAZINGLY 
ARCADE PEAFECT AND THEN SOME. 
ONCE AGAIN, NAMCO HAS TAKEN 
ITS HIGHLY SUCCESSFUL AND 
IMPRESSIVE ARCADE GAME AND 
MADE IT EVEN BETTER FOR THE 
PLAYSTATION, BY ADDING AN 
ADVENTURE MODE, NEW CHARAC— 
TERS, AND SUPERIOR CONTROL. 
THE OTHER BIG SHOCKER THIS 
MONTH IS TENCHU. МЕ GOT THE 
FINISHED JAPANESE GAME IN JUST 
BEFORE DEADLINE AND CAN'T 
STOP PLAYING IT. IF SONY DOES- 
N'T RELEASE THIS GAME IN THE 
U.S., THEN IT IS TIME TO REVOLT. 
IT LOOKS LIKE THE GAMES INDUS— 
TAY HAS FINALLY LEARNED THAT 
GAMERS BUY AND PLAY GAMES 
ALL YEAR LONG, NOT JUST AT 


CHRISTMAS TIME. 
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PREVIEWS 


Come on! Everybody sin: 
so cool and you’re not... 


! ‘Oh, Ultra Gameplayers has lots of new games and you don't. We're 
Hey! How come you guys aren't singing? What's the matter? Don't 


you like this song? Geez, what a bunch of ingrates... 


гогтт 


ARMY MEN 
They should have called it “Му Guys’... 


Bio FREAKS 
What? Another Bill joke??? 


BURNING AANGERS 
That's what they get for telling Smokey the Bear jokes... 


Fine Team 
The guys who, uh... burned the Forest Rangers... 


House OF THe Dead 
Or, the UGP office after a big weekend! 


Meca Man Мо 
Oh... uh, boy... another опе... 


AC Racers 
You see, there's these little , tiny cars and... 


SHINING Force Ill 
We're not talking about the janitors! 


Ші-тіма ІХ (О 
Опе more than Ultima ИШ! = — 
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onsidering the sale of more than 
three million units of the PlaySta- 
tion version of Tekken 2 
worldwide since its release in August of 
1996, the question for Namco hasn't been 
whether they would port Tekken 310 the 
PlayStation, but rather when would they. 
do it? After much secrecy, Namco has ful- 
filled the dreams of fighting game fans 
everywhere by officially 
announcing that 


_WAIT UNTIL. YOU GET Tekken 3 will ship to 
р retailers in the U.S. 


YOUR IRON FIST ON THIS! | April 30, 1998. 


This of course means, 
that the game will finally be in the hands 
of gamers sometime in early May. 

s AN As the accompanying ‘just released’ 
2 screen shots show, the PlayStation ver- 
sion of Tekken 3 looks to equal the feat of 
its Tekken 2 predecessor by not only 
looking as good as the arcade game, but 
packing in new console exclusive fea- 
tures as well. Only one secret character 
has been announced to date, that being 


the Japanese manga character of Gon (a | 


tiny, but tough dinosaur), but considerin: 
the number of hidden characters that 
appeared in Tekken 2, the character 


count should go far beyond the 10 selec- 


table characters available at the 
beginning of the game. Most of the hid- 
den characters become availabe once the 
player has won the 

tournament with а 


of question for the much antici- 
pated Tekken 3. 

The only apparent shortcut 
Namco's development team has taken is 
a little fudging on the game's back- 
grounds. The backgrounds in the arcade 
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game were 3D, but the home console 
version of Tekken 3 utilizes a composite 
of 2D images to create a visual experi- 
ence that doesn’t quite match the arcade 
effect, but is satisfying none the less. 
The amazing thing is that Namco тап- 

d to transfer all the gameplay 

idness of Tekken 3 running опа Sys- 
Чет 12 arcade board and sq 
onto the PlayStation witho 
add-on as was rumored for 

Without a doubt, the 


Nina’s back hand receives high marks 
in the technical and artistic categories. 


Improved graphics combine with game- 
play to create the best Tekken yet. 


SO, WHAT’S YOUR STORY? 


LAST MONTH, UGP'S TEKKEN 3 FEATURE SPILLED THE BEANS ON THE STORYLINE BEHIND IRON 
FIST TOURNAMENT 3. 
BATANTS — THE WHO, 


THIS MONTH, WE TAKE A LOOK AT THE STORIES OF THE INDIVIDUAL СОМ- 
AND THE WHY. 


Paul Phoenix 


An untimely car accident kept Paul from his final confrontation with Kazuya in the last 
tournament, but at the age of 46, he has received an unexpected invitation to enter the 
third Iron Fist Tournament. Although Paul has had an enviable career, he has yet to win 
the one tournament that would mark him as being one of the true fighting greats. Paul 
Phoenix’s opportunity for vindication has arrived. 
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Кита 
The child of the first Кита, the current Кита is smarter than its father and serves as a 
bodyguard for Heihachi. For some strange reason, Kuma became enraged one day at 
the sight of Paul Phoenix on TV and has trained since then to defeat Paul in battle. The 
God of Fighting is of no concern to Kuma, only the defeat of Paul. An interesting sub- 
text to Kuma's story is that he is secretly in love with Ling Xiaoyu's panda. 


Jin Kazama 
After losing his mother Jun Kazama and discovering that he was Kazuya Mishima's 
son at the age of 15, Jin sought out his grandfather Heihachi. Jin trained for four years 
under the supervision of Heihachi to master the Kazama style of Judo and the Mishima 
style of karate. The 19 year-old Jin enters the Iron Fist Tournament intent on making 
the God of Fighting pay for the death of his mother. 


Heihachi Mishima 
15 years after defeating his son in the last Iron Fist tournament, a secret excavation by 
Heihachi's Tekken Force in Central American unearths an unusual find which annihi- 
lates every member of the team. Heihachi realizes that the mysterious being could be 
the legendary God of Fighting. Heihachi plots to utilize the power of his young grand- 
son to capture the God of Fighting. Unfortunately for Jin, Heihachi sees in him the 
same power that Kazuya had and plans to dispose of him after the tournament. 


Nina Williams 
After an untimely quarrel with her sister Anna sabotaged her attempt to assassinate 

Kazuya in the last Iron Fist Tournament, Nina was captured by Kazuya and turned over 
to Boskonovitch for use as a guinea pig in his ‘Cold Sleep’ experiments. The release of 
the God of Fighting by Heihachi's excavation team in Central America has reawakened 
Nina's soul. Now, under the control of the God of Fighting, Nina's only goal is to assas- 
sinate Jin Kazama. 


Bryan Fury 
Bryan Fury is a former officer of the International Police Organization who was killed in 
a shootout in Hong Kong. In his former life, Bryan was known as a skilled detective, 
but rumors persisted of ties with drug dealers. Reanimated by an 88 year-old scientist 
named Dr. Abel, Bryan is dispatched to obtain vital information from Dr. Boskonovitch, 
so Abel may complete his Cyborg Army. The key to Boskonovitch is his old friend rs + 
Yoshimitsu, and Bryan Fury enters the Iron Fist Tournament with this in mind. =r “2 Us 
2 que ға 
А Tekken 3 may lack the arcade back- 
Lei Wulong $ grounds, but "d visuals are still superb. 
After his epic battle with Bruce Irvin in Tekken 2, Lei returned to his job as an interna- 
tional crime investigator. Bruce Irvin was reported killed in a plane crash after the last 
tournament, but Lei doubts that Bruce is really dead. Now, while Lei is investigating 
the strange disappearances of prominent martial artists, he is visited by Heihachi 
Mishima, who invites Lei to enter Iron Fist Tournament 3. Though puzzled by the invi- 
tation, Lei is certain that there is a reason behind it. 


Forest Law 
The son of Iron Fist veteran Marshall Law, Forest diligently trains in his father's dojo in 
the hopes of equaling, or perhaps surpassing, Marshall's success and greatness. 
Although forbidden by his father from entering any fighting contest outside of his dojo, Since Yoshimitsu won UGP's best 
Forest defies his father's authority and enters Iron Fist Tournament 3 on the urging of dressed award, he still dresses to kill. 
his long time friend, Paul Phoenix. Marshall is enraged when he discovers Forest's 
plan, but it is too late to stop his son from facing his destiny. 


King 
Raised in the original King's orphanage, the current King put on the mask and assumed 
his mentor's role after his untimely death. Lacking the fighting skill of the first King, he 
was incapable of fulfilling the legend. Armor King took the new King under his wing and 
turned him into a skillful wrestler. Confident in the second King's abilities, Armor King 
reveals that the God of Fighting was responsible for the original King's death. Now, the 
new King enters the Iron Fist Tournament intent on revenge. 


Like father, like son. Forest Law shows 
off some of his father's favorite moves. 


continued on page 34 
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Native American legends reveal that Ogre was a war weapon left by alien creatures on 
earth in ancient times. Ogre understands the entire structure of all living and artificial 
beings, and has the ability to absorb them. Ogre wanders the Earth in search of strong 
souls, like those of the competitors of the Iron Fist Tournament. 


As a member of a ‘fraud’ team, Hwoarang has some questionable character issues. He 
enters fights for money and manipulates his opponents into betting more money by 
concealing his true strength. One day, Hwoarang faces Jin Kazama, but he can only 
manage a draw. Sickened at the thought of disclosing his failure to his teacher, 

Hwoarang discovers that Baek has disappeared at the hands of the God of Fighting. 
Hwoarang enters IF3 intent on vengeance against both Jin and the God of Fighting. 


19 year-old Eddy Gordo came home one day to find his father shot down by the very 
drug cartel he so valiantly fought against. As he lays dying, Eddy's father tells him to 
assume responsibility for the shooting as prison is the only place that Eddy will be 
safe. While in prison, Eddy studies the Brazilian martial art called Capoeira, and upon 
his release enters the Iron Fist Tournament. A victory in the tournament will insure the 
help of the Mishima Financial Empire against the Brazilian Drug Cartel. 


Years ago, Jack2, a Russian military robot, saved an eight year-old girl named Jane. 
Jane then watched in horror as her savior was destroyed by a satellite weapon. 
Unable to shake the vision from her mind, Jane became a scientist and spent ten 
years restoring Jack2 to 90% functionality. Unable to fully restore Jack2’s gentle soul, 
Jane discoverers that a subsidiary of the Mishima Financial Empire was responsible 
for Jack2’s original programming. Jane signs on to work on MFE’s secret program 
known as Project Gun Jack in order to bring her beloved robot back. 


The most mysterious of the Iron Fist Tournament 3 contestants is Mokujin, who is a 
training dummy made from а 2000 year-old oak tree. Mokujin has been kept in a 
museum for a long time, but when the God of Fighting awoke, it gained self-identity 
and started to act on its own. Some people say it is motivated by the desire to help 
martial artists, but only God and Mokujin know for sure. 


favorite characters. 
Young and small in stature, but skilled in the martial arts, Ling Xiaoyu dreams of ы SOME 
building the perfect amusement park. After stowing away on a Mishima Financial 
Empire yacht and decimating its guards, Ling confronts Heihachi in the hopes that 
he will finance her dream. Amused by the little dynamo, Heihachi promises to build 
Ling's amusement park if she can win the third Iron Fist Tournament. 


Julia was an abandoned baby discovered by Michelle Chang. Michelle raised Julia with 
love and trained her for combat. When Julia was 18 years old, news of the disappear- 
ances of famous martial artists reached the tribe. Sensing that the disappearances may Paul Phoenix remains one of the most 
be tied to her pendant (which Heihachi desperately sought in the last tournament), powerful characters in the game. 
Michelle departs for Japan to confront Heihachi and promptly vanishes. Julia suspects 
foul play and enters the tournament in hopes of discovering the truth. 


Yoshimitsu owes his life to a scientist named Boskonovitch. Boskonovitch has managed 
to develop a ‘Cold Sleep’ machine in his search for eternal life. The scientist uses his 
new machine to preserve the body of his daughter, who has suddenly passed away. 
Boskonovitch informs Yoshimitsu that the only way he will be able to bring his daughter 
back to life is if he can acquire some blood from the God of Fighting. Yoshimitsu enters 
the tournament in an effort to pay back his old friend. 


Xiaoyu may not look tough, but her 
skills belie her appearance. 
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Special lightning effects are nothing new 
to Tekken and help to communicate the 
more punishing attacks in the game. 


SPECIAL. MODES 


Not content with a mere arcade port (no 
matter how good it is), Namco seems 
intent on packing the home console 
version of Tekken 3 with a number 

of special modes for added 
entertainment value. 

One of the more peculiar addi- 
tions in Tekken 3 is the Tekken Ball 
Mode. Basically a pseudo- 
volleyball/fighting mode, the player 
selects a character who goes one on 
one against another character in a 
brutal version of everyone's favorite 
beach sports. 

A match begins with a player 
serving the ball which can be propelled 
back at the opponent utilizing any of the 
characters normal and special attacks. 
If the ball hits the opponent without 
being properly blocked or returned, 
damage will be assessed on the char- 
acter's health meter. Special 

attack-propelled balls 
administer more 
damage than 
normal attack 
balls. Also, if 
the player 
can man- 
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An expanded repertoire of moves 
promises a new and unequaled level 
of gameplay. 


age to get the ball past the opponent 
and drop it behind a line drawn in the 
sand, damage will also be adminis- 
tered. Although the Tekken Ball Mode is 
more an entertaining diversion than 
serious game, there is considerable fun 
to be had as players can beat up oppo- 
nents in order to prevent them from 
being able to return a volley. 

There is no net in Tekken Ball, but 
there is a selection of balls ranging 
from the classic beach ball, to a дит. 
ball, to an iron ball. Each of the balls 
posesses its own particular physics 
characteristics ranging from extremely 
floaty to rock-like, and each of the balls 
will administer a different level of dam- 
age when utilized in attacks. 

In addition to Tekken Ball Mode, 
there will also be a Theater Mode which 
will allow players to view all of the. 
FMVs in the game without having to 
play through a character more than 
once. Watching the end movies for all 
the characters is fun, but as in 
Tekken 2, Anna Williams FMV is the опе 
to watch. 

Since both these modes are 
acquired by merely winning the tourna- 
ment with each of the initially: 
selectable characters, we have to won- 
der what other great secrets 

are hidden in the game that 
require more effort to unveil. 


LATE BREAKING! 
NAMCO'S LAST MINUTE TEKKENS REVELATIONS! 


As ULTRA GamePlayers prepared to go 
to press with our May issue, Namco 


revealed a couple more enticing tidbits 
about the most anticipated fighting 
game of 1998. 


Dual Shock - Namco has con- 
firmed that Tekken 3 will support 
Sony’s Dual Shock Controller in 
Japan. Although there has been 
no confirmation that the U.S. 
version of the game will sup- 
port the basic force feedback 
system, it seems likely that 
the feature will remain 
imbedded in the game for 

its U.S. translation. The 

only thing holding 


Man, looks like everyone wants a piece 
of Jin! Talk about the sins of the father... 


Character Profile: Nina Williams, Favorite 
Food: Kielbasa... 


Anew contestant in the Iron Fist Tourna- 
ment, Eddy Gordo utilizes the intriguing 
Brazilian martial art of Capoeira. 


The consensus around here is we like 
the way Xiaoyu celebrates. 


Jin Kazama, son of Kazuya and Jun, grandson of Heihachi, is the central figure in 
the new game. 


gamers back from Tekken 3 Dual Shock 
goodness looks to be the question as to 
when Sony will offer the controller in the 
U.S. (A late spring/early summer release 
for the Dual Shock Controller now 
seems probable.) 


Tekken Force Mode - Namco has also 
announced that Tekken 3 will boast a 
four stage side-scrolling mode. Referred 
to as the Tekken Force Mode, the player 
will face a number of rival characters 
and bosses of the ‘Tekken Multitudes’ 
(an organization formed by Heihachi 
Mishima) who must be defeated within a 
limited time span in order to advance to 
the next level. The gameplay of the 
mode seems to have at least a passing 


similarity to Mortal Kombat Mythologies. 
Fortunately, since the mode is a merely 
a free add-on in a great game, and con- 
sidering that the source is Namco, there 
is little reason to fear that any resem- 
blance to the MK Monstrosity will be 
beyond a superficial one. 
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atest TIPS, HINTS 
an | STRATEGIES. 


INCLUDES: 
SPORTS CAFE PREMIER CLUB 


Whatever your sport, we’ve Tips on the latest games for 
got the hottest tips to all the Sony Playstation, Nintendo 64 
hottest sports games and Sega Saturn 


Calls average 3 minutes in length. If you're under 18 years of age, please get your parents’ 
permission to call. Brought to you by ULTRA GamePlayers Magazine in beautiful Brisbane, CA. 


[calls cost $1.48/minute) 


EDITOR'S РЕНЕ 


Our editors choose their 
all-time favorite games to provide 
tricks, cheats and codes 


MEGAMAN 
LEGENDS 


SYSTEM: PLAYSTATION 
long with the multiple name 
changes, Capcom's metallic blue 

hero's plunge into 3D has also undergone 

other transformations in gameplay. With a 

tighter control engine and a smarter cam- 

era system, Megaman (sans “Мео” ог 

‘Nova’ at this point in development) seems 

to have the tackled the 3D realm rather 

gracefully. Other gameplay elements, like 

a high kick, jump, and side roll, as well as 

a manually controllable fixed viewpoint 

much like Tomb Raider's button- 
push first person perspective, 
make attacking certain enemies 
much easier. And with the variety 
of enemies to found in all the dun- 
geons, mazes and surface areas, you'll 
need to hone your fighting skills com- 
pletely if you hope to really survive some 
of the tough battles in the game. 

The game begins as Megaman and 
friends (Roll, Gramps, and a demented lit- 
tle monkey) crash on a strange island that 
has suddenly been threatened by pirates 
who are seeking a mythical treasure. With 
the newly implemented RPG aspects 
within the game, Megaman can 
now search practically every 
area and object for Zenny 

(FYI: similar monetary сиг- 

rency as in Breath of Fire 
Ш!) or items and talk to a 
huge number of charac- 
ters who offer important 
information and the occa- 
sional silly comment. The 
environments are detailed 
enough for Megaman to 
search trashcans, light posts, 
and fire hydrants! 
Megaman is also able to upgrade, 


PUBLISHER: САРСОМ 
DEVELOPER: CAPCOM 
RELEASE DATE: ӘМ) бтк. 1998 


WHAT'S REALLY 
IN А NAME, ANYWAY? 


Backgrounds equip and use all the armor, Buster parts, 
Д ie and healing items that he could in his 2D, 
pon LEA side-scrolling endeavors, but now you'll 


be able to purchase these items from 
shops. It's a promising mix of action, 
adventure, and role-playing all wrapped 
up in a 3D world. But there's no need for 
hardcore fans of the series to fear that 
anything has been left out of the actual 
challenge found in other Megaman 


In-game cinemas keep 
the player deep into the 
game's plot. 


This wooded area leads 
to different mazes and 


other areas to explore. tough as ever! 
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The trademark bosses 
are back and they're as 


"What 4 


you want 


Data, the monkey, is probably one of the most important characters. He will give you 
important information, let you save your game and also he'll refill your energy gauge! 


Extra Паок 


You can buy parts and weapons as well 
as have Roll repair any broken items you 
find in dungeons. 


Walls are transparent when the camera 
swings behind one. 


games. The bosses are still tough and 
they'll still require a bit of brainwork to 
decipher their weaknesses and patterns. 
With all of the charm and challenge: 
found in the earlier Megaman games, the 


latest in the series looks highly promising, | 


with heavy emphasis on character interac- 


You'll be able to use 
various objects to help 
you fight the bosses. 


Your controllable camera allows 
you to lock onto the nearest 
enemy when attacking. 


Opening garbage 
| 


Absolutely everything is searchable for 
extra items or Zenny, including 
garbage cans. 


tion and exploration. And from the latest 
build of the game, it looks as if Capcom 
may be able to pull off one of the more 
Successful mascot crossovers in the his- 
tory of 32-bit. 
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nother port of a Sega arcade title, 
House of the Dead is a pretty. 
straight forward light gun game in the vein 
of the Virtua Cop-series. 

The arcade version of HOTD тап оп a 
Model 2 board, which meant that its 
graphics were beautiful. Unfortunately, 
the Saturn version looks like it will follow 
the lead of Last Bronx (rather than Virtua 
Fighter 2) with its blocky graphics and 
bland color palette. Also, add lower 


resolution and 
CAN'T BEAT ‘EM? BLAST unattractive textures to 

the list of graphics 
THEIR @#S%@! HEADS OFF! complaints, Admittedly, 

the preview we tried 


wasn’t complete, but considering the 
impending release date of the game, we 
won't hold our breath for an amazing 
graphical transformation. 
To Sega’s credit, itis amazing that a 
game that looks so technically 
inferior to its arcade 
counterpart still retains 
much of its superior 
gameplay and entertain- 
ment value, Sure, HOTDis 
pretty much another 
Virtua Cop game with a 
horror theme, but there 
are enough new features 
and nuances to the game 
to give it a personality all its 
own. The gameplay is pretty 
much linear, but there аге 
branches which can only be 
activated by the player’s actions and 
performance in the game. Some of these 
alternate paths are extremely difficult to 
spot and activate, so there is an extra 
level of challenge built into the game. Add 
to that the fact that House of the Dead 
features some of the most numerous, 
relentless, and agile enemies ever to 
grace a shooter and it soon becomes 
obvious that Sega has taken the concept 
of a light gun game to its extremes. 


CREDIT 


The zombies throw stuff 
at you, which means 
they can be deadly 
from afar. 


House of the Dead is 
akin to sensory overload 
at times - just 
keep shooting. 


Some enemies are truly 
awe-inspiring in both 
size and challenge. 
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Virtua Cop-style gameplay makes House of the Dead one of the more entertaining titles on 
the short list of new Saturn titles. 


Some targets in HOTD are extremely fast 
and agile, which makes targeting 
them a challenge. 


Some bosses in the game actually trans- 
form into another form after initially 
being defeated. 


As with a number of Sega arcade to 
Satum ports, gameplay depth looks to be 
on the lean side. There is an Arcade mode, 
Saturn mode, Boss mode, and Ranking 
mode available in the console version of 
the game, but there are actually only four 
chapters (levels) in HOTD. This means that 
replay value is built around slight varia- 
tions of the arcade game rather than a 


The final boss doesn't 
look like much, but he is 
the toughest opponent 
of all. 


Instead of innocents randomly placed in 
the game, the player must actually pre- 
vent their deaths in HOTD. 


Ah yes, the damsel in distress. So baby, 
what are you doing after this blast fest? 


long, satisfying collection of fresh game- 
play experiences. 

All things being equal, House of the 
Dead probably wouldn't be the most antici- 
pated game on a prospering system, but 
considering the state of the Saturn, it looks 
like it'll be one of the bright spots in these 
dark days for Sega. 
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BIO FREAKS 


systems МЕЧ. PLAYSTATION 
PUBLISHER: Mrpuay Hone ENT. 


RELEASE DATE: JULY, SEPTEMBER 


MIDWAY CUTS MORE 
THAN JUST THE CHEESE 


Those 
used to be 
illegal, but 1 guess 
anything goes in 
future America. 


The meat grinder in back 
turns you into hamburger 
if you stray too close. 


This is dangerous. 
Worse than running 


nlike the almost stagnant Japanese 
fighting game, Midway has 
consistently tried new and different things 
with every fighter, from Mortal Kombatto 
War Gods, to Mace. Although Midway 
has been stereotyped as a mediocre 
game publisher, that might be about to 
change with Bio Freaks, a new polygonal 
fighter that pushes the genre in radical 
new directions. 
Graphically, it's а signifi- 
cant departure from 
the Mortal Kombat or 
War Gods games. Like 
War Gods, Bio Freaks 
uses the photorealistic 
texture maps applied to the polygon mod- 
els to achieve a realistic look, but without 
the graininess of sprites. The soft-skin- 
hing techniques used by the programmers 
help the textures warp naturally, and the 
characters move in a solid, life-like man- 
ner. It’s a technique that’s worked well for 
the Midway fighters so far, and it’s been 
improvedonin this game. 
Gameplay is as radically different as 
the Hellraiser-esque fighters. Bio 
Freaks' combat system is all 
about damage to yourself 
and your opponent. Control 
extends from standard 
punches and kicks to indi- 
vidual limb control. You 
can slice with your left, 
punch with your right, and 
do the hokey-pokey with 
your left foot. Everybody 
also shares certain abilities: 
guns, knives, and flight. 
Although special moves are still 
available, it IS the future, and 
firearms can be used to pummel an oppo- 
nent and force him back at the same time. 
Knives slice off limbs, torsos, heads 
— unlike any other fighter, cutting some- 
thing off HURTS. Amputating body parts 
also affects the player's combat ability, 
which will add an interesting strategic 
element. Go for the head cut to kill, or just 
the leg to disable? 
Finally, Bio Freaks will enable true 


At 20%, most of the 
specials effects aren't 
there yet, but don't 
worry, this is Midway. 


with scissors! 
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Look, it's the War Gods house of style. Each character uses a similar soft-skin texture- 
mapping technique to achieve a realistic-looking 3D model. 


— 


A thruster pack isn't a true flight system, 
but gives you a new way to fight. 


You can see why conventional punching 
and kicking just won't do in this game. 


flight, or hovering, as the case may be. 
Unlike the mediocre Dragonball GT, Bio 
Freaks' hoverjet system enables players 
to make use of the full arena, as well as 
adding three-dimensional tactics to 
the match. 

Of course, since it's a Midway game, 


Bio Freaks will feature 
multiple play modes, 
including a versatile 

practice mode. 


Zipperhead is one of the friendlier 
characters in Bio Freaks. 


Delta. Tinkerbell she ain't, and the 
swords she has in her hands don't fling 
pixie dust. 


there's going to be lots and lots of blood. 
It's one of its traditional strengths, but 
gameplay has finally become more 
important than the frills, and if the 
designers follow through, it might finally 
change their image. 
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ith the demise of the Saturn on the 
forefront of gaming headlines, a 
completely original title for a dying system 
is something unheard of. But this summer, 
Sega has commissioned Yuji Naka and his 
Sonic Team to whip up a little innovative 
title called Burning Rangers. While com- 
pletely uncategorizable as anything but an 
action game, Burning Rangers utilizes the 
Nights engine to give players an unparal- 
leled boost jump to fight fires and save 
innocent citizens trapped in 


PUBLISHER: SEGA 
DEVELOPER: SONIC TEAM 
RELEASE DATE: ӘМ) бтк 1998 


CAN YUJI NAKA PULL the flames. + 
IT OFF ONE LAST TIME? Расай п ш. 
R ү istic setting and featuring 
firefighters м/ћо доп strange 


mechanical uniforms, the game allows 
you to choose between playing as Shou 
Атаһапе (a strapping male hothead) ог 
Tillis (a cute redheaded rookie). Your mis- 
sion in the game is to exterminate 
fires within a number of massive 
multi-tiered building struc- 
tures, while collecting 
enough gems to save the 
survivors. The concept of 
gem collecting is similar 
to collecting rings in a 
Sonic game. Once you 
lose all ће gems, the 
game will end. You'll also 
have to use the gems in 
order to revive any unlucky 
victims in the buildings, so it’s 
imperative to collect as many 


An as possible. 
extensive The rampant fires are your main 
peepee enemies (if you can call them that) and 

| 
һе of each you'll have to be on the lookout for shoot- 
спа c ing flames as well as those that burn blue 


due to a higher intensity. You'll be 
required to deal with them all in different 
manners, such as using а B-loop direc- 
tional command in order to dodge any 
flames that suddenly shoot out of the 
walls, or by using a charged up extin- 
guisher to douse the blue colored flames. 


The character select 
option is a brand new 
addition to 
Burning Rangers. 


Heavy lightsourcing gives 
the flames a really 
dramatic effect. 
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Do a good deed and get 
а пісе reward for a job 
well done. 


Your mission is successful if you manage to save enough survivors and douse all the fires 


pervading each structure. 


+ 


Think of this game as Васкагай meets 
the Power Rangers and you'll have the 
right idea. 


cast and crew yet? 


The game runs at a frantic pace, but no 
one said that fighting fires was an easy job 
and the Sonic Team made sure to duplicate 
a hectic sense of desperation in each mis- 
Sion. Controls are simple, but you'll have to 
master the jump in order to be able to eas- 
ily access all areas of each building. 

We're not exactly sure how US audi- 
ences will take to Burning Rangers, but 


The camera is able to 
move around which 
makes ВЕ а true 3D 

action game. 


The animated intro will give you a peek 
at ай the characters running amok 
in the game. 


а за. 
During training, you'll be accompanied 
by a tutor who'll give you a runthrough 
of all you need to know. 


with the lack of software being released for 
the Saturn over the next year, a little exper- 
imentation with game formats might be a 
welcome addition to the sadly waning 
Saturn collection of games. Innovation has 
always been one of the Saturn's strengths, 
and the upcoming Burning Rangers should 
prove that Sega has some of the more 
innovative minds in their camp. 
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ARMY MEN 


systems РС 


he childhood dream of being able to 
orchestrate a full-scale war with 
plastic army men is now a reality. Studio 
300 has put together a real time strategy 
game featuring plastic men and vehicles 
set in a real world war. 

There are Green, Tan, Gray, and Blue 
soldiers, all battling for supremacy. The 
player can be any of these armies ina 
series of missions. While the game is a 
real time strategy, it doesn’t play 

anything like Red Alert. Instead, 
the developers chose to make 
the game more action-oriented 
by having the player control 
individual characters and vehicles. 
It winds up playing a lot more like 
Uprising, minus the 3D perspective. The 
game is played from a top-down perspec- 
tive and the detail and animation of the 
plastic soldiers is good. However, in the 
early version we played, there was some 
concern over the control. Any combination 
used felt clunky and often left us stuck 
between some trees, screaming at the top 
of our lungs. 
The idea behind Army Men 15 
brilliant. Although a more 
direct Red Alert-style game 
would have made us hap- 
pier, this still looks to be 
an interesting game. The 
power ups assure that 
you can melt the plastic 
enemy with a flame- 
thrower or just run them 
over with a jeep. In fact, it 
takes so many gunshots to 
take down an enemy that it is 
just easier to run all of them 
down. The multi-player game 


DEVELOPER: STUDIO 300 


REAL TIME STRATEGY 
WITH PLASTIC MEN 


ое. NONU AM promises to be the most exciting. Imagine 
took a lighter to the plastic continuing that age old war with an old 
soldiers, now you can melt buddy over the internet. 

them with a flame thrower. Some early flaws in control and 


design have us a bit concerned, but just 
the idea of taking our plastic guys into 
battle has us intrigued enough to be 
excited about this game's arrival at the 
end of May. 

Of course, in our humble opinion, 


Crisp effects for 
weapons and explosions 
gives Army Mena 
sharp look. 


The interactive back- 
grounds offer different 
paths through villages. 


A battlefield strewn 
plastic carcasses is a 
beautiful sight to see. 
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is about to bite the big one! 


A variety of backgrounds and terrain 
provide different challenges. 


Barbed wire, buildings, and 
encampments all stand in the way of 
plastic world domination. 


the name of this game really needs to be 
changed to My Guys. No body in their right. 
mind (or as right as your mind can be when 
you're a kid), ever played with Army Men. 
And one other thing... sure, the 
developers were nice enough to include a 
flame thrower guy, but why in the heck 
didn't they include a big hand that would 


The ultimate goal of 
Army Men is to take out 
the evil tan army and its 

collection of allies. 


When the wheels come off, all hell is about to break loose! In this pic, one of your guys 


та 


Ahh, the mighty bazooka men. These 
were the hardest to find and always 
the best to have on your side. 


| The vehicles are plastic too, but they still 
unleash a powerful blow. 


come into the game, carrying a big can of 
hairspray and a lighter? After all, that was 
the real way we used to incinerate the 
godless tan hordes back in the good old 
days! Hopefully, 3D0 will see the error of 
its ways and include this most useful 
weapon in the game! 
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— —— IT'S NOT A MASK 


MIKE PIAZZA 
CATCHER, LA DODGERS 


АЦ 700--PLAYERS! ALL NEW 1998 ROSTERS! 
ALL THE STADIUMS! ALL THE TERMS! ALL IN 3D! 


=> 


YOU. TAKE “YOU STEAL. 


FAST-PACED ACTION: SWITCH FROM TRUE 


YOU--SLUG з “YOUCRUSA, 270141 SIMULATION TO ARCADE GAME PLAY WITH 
д TONS OF HIDDEN SECRETS! 
1 YOU HiT AND RUN. 
| YOU TRY TO BEAT THE HEAT, Poe ETET) 
d AND АТ THE END OF IT ALL 
| SOME GUY IN А MASK 
TRIES TO TAKE YOU DOWN 
А TO-iRROTECT н 1! 5 HOME 


ў ULTRA-REALISTIC CONDITIONS AND 
, PERFORMANCE. GRASS AND TURF. DAY AND NIGHT 
; GAMES. RAIN OR SHINE. REAL FAN INTERACTION. 


WELCOME TO 
AMERICA’S PASTIME, 


: пить waar a ЕЗ o é 


"T 
NOI Ramble Pak Be sure to visit MLB Oficial Web Sit, MLB@BAE ТҮТІГІ 


ikeZone developed by and © 1998 Devil's Thumb™ Entertainment. All rights reserved. Published and distributed by GTInteractive Software Corp. Major League Bas 
ге used with permission of Major League Baseball Properties, Inc. Officially Licensed by Major League Baseball Players Association. Microsoft® and Window 
Microsoft Corporation. Nintendo, the Official Seal, Nintendo 64 and 3-D “М” Logo and Rumble Рак" are trademarks of Nintendo of America Inc. 


TENCHU 


SYSTEM: PLAYSTATION 
PUBLISHER? Sony COMPUTER ENT. 
DEVELOPER: Sony Мизте ENT. 
RELEASE DATE: HTH бтк. 1998 


Е inally, a game that truly utilizes the 
skills of a Ninja. Tenchu, a new game 
from the makers of Kileak: The Blood, is a 
3D adventure that pits the player in the role 
of Ninja Rikimaru or Ayame. 

Rather than the typical Ninja game 
that has players battling it out Final Fight- 
style, Tenchu takes full advantage of hiding 
in the shadows and sneaking up on ene- 
mies. Weapons in the game include a ninja 


sword, throwing stars, and a grap- 
А VERY SNEAKY САМЕ pling hook. Players must use the 
FOR SNEAKY PEOPLE 


grappling hook to go from roof top 

to roof top in order to sneak up on 
enemies. The enemy Al in Tenchu is 
astounding. The characters actually have 
vision and once they see you, then the sur- 
prise is over. By carefully ducking and 
hiding, itis possible to sneak up behind an 
enemy and cleanly slit their throat. 
However, if you do end up in face-to-face 
combat, there are plenty of moves to make 
this an exciting action game as well. 

The solid control, incredible graphics, 

and unique gameplay experience make 
Tenchu one of the sleeper games this year. 


Hiding behind objects іп the 
30 world is essential for 
‘sneak attacks. 


FIRETEAM 


PUBLISHER: MULTITUDE 
DEVELOPER: MULTITUDE 
RELEASE DATE: MAY 


s Red Alert and Quake become mun- 

dane gaming experiences, companies 
like Multitude are developing innovative new 
games to fully exploit the potential of multi- 
player gameplay on the internet. 

FireTeam could dramatically change 
the landscape of internet gaming with its 
emphasis on team play and its use of inte- 

grated voice technology that will let 

players communicate in real time 
with their compatriots. The game 
features a number of different sce- 
narios like capture the flag, 
deathmatch, tag, and a football/combat. 
hybrid called Gunball to name a few. 

By verbally interacting with each 
other, team mates can develop a cohesive 
strategy that will allow their team to act as a 
single, dynamic unit. 

The FireTeam package will be sold 
direct through Multitude's web site 
(www.multitude.com) or via a toll free num- 
ber for $49.95 and will include an Andrea 
Electronics NC-64 game headset which fea- 
tures an integrated microphone. Purchase of 
the package will allow players one free 
month of unlimited gameplay with additional 
unlimited play available for a monthly fee of 
$9.95. 


SHADDUP AND 
SHOOT SOMEONE! 


Стоп, 
ме ай 
know that те best 


thing about this game is that you'll be 
able to swear at your teammates. 


044 ULTRA gameplayers 


Man, just look at 
blood! Now that's what 
we call a great game! 

Wooht 


Sneaking up behind an 
enemy and slitting their 
throat is satisfying 
beyond belief. 


FireTeam lets internet gamers communicate by voice in 
real time, which will revolutionize intemet gaming as we 


know it. 


The ability to create and 
adjust strategy and 
tactics on the fly is the 

games best feature. 


There are a number of 
game variations available 
for play, including this 
combat football game. 


You can throw poisoned 
food, and the idiots keep 
picking it up and 
eating it! 


The graphics look slightly 
dated, but the gameplay 
is far from it. 
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VANGERS 


PUBLISHER: INTERACTIVE MAGIC 
DEVELOPER: INTERACTIVE MAGIC 
RELEASE DATE: JUNE 


n unusual product from a company 
known primarily for flight sims and 
strategy games, Vangers is a very different 
PC game that defies pigeon holing into а 
particular genre. 

Set in a strange future, the game 
allows the player to pilot a heavily armored, 
primarily land-based vehicle 

known as ‘mechoses’. 
The player may upgrade 
and arm the vehicle utilizing 
items purchased with a 
currency known as 'beebs' or scavenged 
as the player explores the constantly 
evolving environments. 

The gameplay in Vangers has action 
game overtones, however, there is a whole 
aspect of the game that requires the gamer 
to interact with an unusual being called The 
Counselor. This interaction is as important 
as the actual action/survival elements of the 
game, in that the player can only truly: 
understand the ultimate goal of the game by 
coming to understand The Counselor. 

Vangers will support head-to-head 
modem play or eight player deathmatches, 
but the unique nature of Vangers' one player 
experience may actually overshadow its 
seemingly generic multiplayer aspects. 


I DON'T THINK WE'RE ІМ 
KANSAS ANYMORE, TOTO 


constantly changing. 


SHINING FORCE 111 


ne of the more eagerly anticipated 

RPG sequels is finally on its way to US 
shores this summer in the form of Shining 
Force iil. The first title in a trilogy of ‘inter- 
locking’ games, SFil/ introduces the player to 
one kingdom in the throes of an impending 
war. Not only must you defend your land 
from encroaching troops moving in 

from the two larger empires on 
either side of your kingdom, but 
you must also unravel the mys- 
tery behind the sudden 
appearance of a demon race. The plot thick- 
ens as you gather up to 15 characters to join 
your party, including a few secret characters 
(one is a giant Penguin!). With a whole 
bunch of side quests and secret locations 
hidden within the game, you'll occasionally 
even be required to rely on the handiwork of 
thieves to access what's inside the more dif- 
ficult to open treasure chests. 

There's been no word yet as to 
whether we'll be able to expect the second 
or third scenarios that are being developed 
now in Japan, but we'll be sure to update 
you as soon as we hear anything. Even with- 
out the other two titles, Shining Force Ill is 
Shaping up to be an impressive addition to 
this year's line of innovative RPGs. 


DEVELOPER: SONIC TEAM/CATELOT. 


а SHINY SPOT ON 
THE SATURN HORIZON 


With a 360-degree manually con- 
trolled camera, expect a lot of 
hidden items and characters. 
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Vangers is no straight action shooter. Understanding an alien world 
holds to key to ultimate success. 


Бу зат 
The gameplay in Vangers 
is unique in that there 
are no fixed 
mission objectives. 


‘Mechoses’ can be 
adapted for use on land, 
in the sea, and in the air. 


The use of a unique lan- 
guage and terminology 
brings Vangers' world 
to life. 


An excellent CG intro starts the whole adventure off with a bang 


while giving you a peek at your character's party. 


You'll be able to zoom in 
and out with the press of 
à button throughout 
the game. 


The menus are familiar 
‘staples of the series’ 
unique universe. 


The ability to promote 
characters to higher 
classes is another 
standard feature. 
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[cs ffc] JF (а С) this month's top pichs 


H3; we realize that 
even though we have 
to show up for each and 
every issue, some of you out there don't 
feel the same way. We know that some 
months are tough, and that you don't 
always have the extra cash to shell out for 
the latest issue of ULTRA GP. Don't fret! 
These pages fill you in on all of the games 
you missed. Just don't worry about us, 
slaving away each and every month. It's OK. 


ultimare award 


hen a game is really good, we give it 
our ULTRA Award. We don’t hand 
these things out to just any game — it’s 
got to get past the most grueling review 
system in the biz and still 
come through with at 
least a 9.0 rating. That 
ain’t easy! Recent 
ULTRA Award win- 
ners are shown 
below with a special 
red number. Don’t 
miss out on 
these games!!! 


MESELECHRIDER Бе 


1080 Snowboarding is 
like WaveRace 64, but on 
the snow. Cool, huh? 


jissuo # 109 — 


AGH: MIDWAY COLLECTION 2 


<іззше # 108 6 ранена 


issue 106 инна 


LIU DESTRUCT 


<1ззие # 106 — 


BEAST WARS TRANSFORMERS 


2 15зше # 109 pum 


BLADE RUNNER 


jüssue #107 — 


arm SWORD: SOTT 


21ззие%107 ршшшшшшшв 
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Eress SpA 


1080 SNOWBOARDING 


Players:1l or 2 


544.45 GENRE: Racing 


2 1ззце # 109 ранна 


CART PRECISION RACING 


2 1зцө # 107 pomm 


issue # 107 6 ранна 


LL гето 


+ ввие # 107 pum 


FIFA 
7.3 


FIGHTERS DESTINY 


FINAL FANTASY TACTICS 


issue #9 106 разни. 


use ENTER THE GECKO 
GRAND THEFT AUTO 
HEAVY GEAR 


[issues 108 нені 


HELLFIRE 


issue #108 кенені 
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1080 Snowboarding Rating: 3.3 
Panzer Dragoon Saga Rating: 3.3 
Dead or Alive Rating: 9.3 
Quake 2 Point Release Rating: 9.2 
Breath of Fire III Rating: 9.0 


7.7? нот SHOTS GOLF 


6.7 JEOPARDY 


* Issue # 109 


JOURNEYMAN PROJECT З 


e mm c 
8.5 


ксопоя 
6.2 


LODE RUNNER я 
тво плот p (00 


2.0 MICRO MACHINES уз я 


7.0 


MYSTICAL NINJA 
6.2 


NAGANO OLYMPICS 


* Issue # 109 


4 NBA in THE гопе ea 


issue # 109  puummmmmmm 


EA IN THE гопе ‘98 


[issue 108 — 


NCAA GAMEGREAKER ‘98 


2 155це # 106  pummmmmm 


+ 1ввие # 109 6 рана. 


NEWMAN HAAS RACING 


-лвзие # 109 6 теі 


2 1взие # 107  pummmmmmm 


POINT BLANK 


215зше # 107 ранена 


* Issue # 108 29 
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issue # 109 шшш 


tissue # 109 pum 


jissuo 108  puummmmum 


[issued 107 — 
тела 
[issued 108 ранена. 


SNOWBOARD KIDS 


<іззией 108 [шшш 


2 1Бвие 6  puummmmmm 


ARS: MOTK 


Tennis ARENA 


т 1ѕзце # 108 — 


г: 
m 


6.8 шсш NITRO 


8.7 


WING COMMANDER PROPHECY „ 
[issues 108 pmm с 
8.0 


WINTER HEAT " 


* Issue # 108 ЄЙ ЛЄ 


5.8 х тип: сота 


oars stony) 
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ULTIMA IX? 
CENSION 


hen 18-year old Richard Garriott 
(better known to fans of his games 
as Lord British) created the first Ultima, he 
probably had no idea that it would both 
spawn a genre — it was arguably the first 
modern RPG — and a series that has 
lasted more than half of Garriott's life. 

But that’s just what it’s done. And 
with the exception of the flawed Ultima 
ИІ, every episode in the series has moved 
ahead both the story and the technology 

behind computer RPGs. 
Now, Ultima IX: 
Ascension looks to 
more than make up for 
the mistake that was 


PUBLISHER: ORIGIN 
DEVELOPER: ORIGIN 
RELEASE DATE: HTH бтк 1998, 


MAYBE THIS TIME, 
AVATAR WILL FIGHT GAZUGA 


Ultima ИП. 

Engine advances first. The game is 
set in a true 3D world, and features the 
increasingly popular over the shoulder, 
third person view. The camera is a 
big improvement over other 
titles, also. It moves so 
smoothly and intelligently 
that you quickly forget 

about it. More than any- 
thing, this technological 
advance aids the feeling 
of immersion in the 
game. The company is 
also planning to use 16-bit 
textures, and has a combo 
indoor-outdoor engine that 
Should be second to none. 
Origin pulled most of the Ultima 


'So, you IX staff off the project to work on 
say the Box lies Ultima Online, so the game has had the 
ds за; мир a benefit of а few months of down town- 
the Haggis he owes те! time, during which technology has 


advanced. The result is that the team 
could look at where technology was, com- 
pared to their original visions, and see 
what still worked and what didn't. The 
team can concentrate now on the things 
that need updates, and leave everything 
else alone. Thus, Ultima IX should have 
really impressive, up-to-date technology. 


ші. 


Thanks to experienced 

interior designers, the 

game will boast totally 
amazing buildings. 


No Guard! Now's the 
Avatar's chance to 
check the box for bears, 
or Rogers. 


Areas like this boat and 
dock are totally stunning. 
Hey, look at that box! 
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This shot, like the rest here, show off the incredible detail and quality of the Ultima IX 
game engine. What are they talking about? Maybe the Avatar searches for the box? 


Could one of these be The Box? It’s cap- 
tions like this that make Chris Charla 
universally despised! 


15 the Avatar doomed to wander forever, 
searching for The Box? 


What should be really exciting, 
though, is the gameplay. Ascension fin- 
ishes Ultima's ‘trilogy of trilogies’ and, 
while the company is being coy about 
releasing too many details, it is safe to 
assume that this time, the Avatar’s quest 
will both tie up loose ends from the previ- 
ous games, and result in а some sort of 
glorious conclusion. Given the strength of 


As in previous games, 
there will be plenty of 
interaction with NPCs. 


All kidding aside, this game is one of the 
best looking titles we’ve ever seen — in 
any genre. 


the story elements in Ultima, it is literally 
hard to imagine what Lord British has іп 
store for us this time. We can expect a 
number of quests, all tied together, and an 
amount of detail in the world that should һе 
nothing less than staggering. The world of 
Ultímais a totally complete world, іп 
Garriott’s head, and each Ultima game lets 
us see a new bit of what is happening in 
that world. Because each game, then, is 
not thought up from scratch, the game has 
a realistic, persistant feeling that just isn't 
found in other role playing games — on PC. 
or consoles. 

Of course, since Garriott has already 
mentioned Ultima X in interviews, it's safe 
to assume this isn't the end of the Avatar's 
adventures, but it should be a damn fine 
adventure, nonetheless. 
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_ "YOU CAN'T HELP BUT. 
ОТНЕ COMPLEX AND 
— “8 OUT OF 107 КОМ 


— nes 


PAST MEETS PRES 
ANCIENT SECRETS / 


© 1997 Revolution 
PlayStatior 
ае 


TEAM LOSI 
RC RACING 


SYSTEM: PLAYSTATION, PC 
PUBLISHER: FOX INTERACTIVE 
DEVELOPER: GREMLIN 
RELEASE DATE: JUNE 


үү ell, in another publishing 
partnership with Gremlin 
Interactive, Fox is set to release a Team 
Losi-sponsored RC Racing title this 
summer. Backed by the best in racers in 
the radio-controlled car racing business, 
RC Racing’s diverse track layouts will 
have you zipping across any number of 
landscapes, including the beach, a 
rainforest and even a volcano. Varying 
track resistance and multiple paths are 
sure to mix up the otherwise 
straightforward aspect of most 
racing games. 

Featuring 15 different tracks, 
the real draw of the game will be 
the exploration option, as opposed to the 
real racing. You'll be able to unlock extra 
tracks and cars by discovering all three 


Each car will have its own stats in acceleration and handling, which may or may not suit 
the track you choose to race on. 


FOX TRIES ITS HAND 
АТ THE RACING GENRE 


different ‘branches’ of each track. Within 
each track, there are tons of secrets 
that will allow you to access 
different abilities such as 
Ghost Mode (your car will be 
able to pass through 
objects) and Fly Mode (an 
aerial spin on your 
standard ground racing). 
In order to find all the 
secrets, you'll spend most 
of your time hunting down 
all the different colored 
gates inside each level. Your 
objective when attempting to 
unlock all the secrets will be to 


RC Racing may not be as pretty as Gran 
Turismo, but it sure can hold its own in 
visual effects. 


Finding hidden paths is not always as 


We feel that there's some conspiracy in 
this industry to include an ice level in 
every single freakin' game. 


Weapons are just some of the powerups 


All the discover the correct order in which easy as simply looking for them. You’ve you can acquire when passing through 
tracks will to whizz through each gate. For example, got to use your resources. different gates. 
harbor their own unique 


you may need to go through a blue gate 
(each gate will give you a different 
power-up or weapon), then backtrack to 
the first yellow gate before you can 
access a new type of powerup. The gates, 
themselves, are not always arranged in 
the most convenient manner. Some will 
‘require you to be in Fly Mode before you 


without some very careful investigation. 

Technically, the game wasn’t 
finalized when we had a chance to view it 
last, but Fox is hard at work, making sure 
that the controls are as tight and intuitive 
as they need be for a top-notch racing 


two-player mode, RC Racing promises to 
be something that racing fans should check 
out when it hits store shelves this summer. 


So why go through all the bother of 


going outside and spending beaucoup 
bucks on one of those tiny, remote 


game. And with necessary features, such 
as 360-degree rollovers, a total of sixteen 
unique vehicles to race, and a split screen 


controlled cars, when you can just get 
Team Losi RC Racing and save a ton of 
money while getting the same kicks? 


reach them, while other are 
ompletely hidden and inaccessible 


The race mode wi 
have you up against 
some ultra- 
competitive opponents. 


Anybody got any 
marshmallows we can 
hang out on 
the antenna? 


Team Losi's sponsorship 
of the game enables 
some wacky vehicle 

paint jobs. 


that a friend can join 
in on the RC 
racing nuttiness. 


T 


gameplayers 
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N20: 


ITROUS OXIDE 


‘SYSTEM: PLAYSTATION 
PUBLISHER: FOX INTERACTIVE 
DEVELOPER: СВЕМ ТМ 


TRIP FASTER WITHOUT 
ILLEGAL. SUBSTANCES! 


Beautiful 


lightsourcing 

15 really shown off by emitting 
a Firewall bomb that clears 
nearby areas of enemies. 


The developers tried to 
construct N20 as a game 
that is incredibly easy to 

pick and play. 
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The soundtrack is 
rumored to be provided 
by a premiere 
electronica band. 


ox Interactive's pairing with Gremlin, 
the London-based company that 
brought us the Loaded series, is lined up 


to produce the action-packed, psychedelic 


tunnel shooter N20: Nitrous Oxide, exclu- 
sively for the PlayStation. More of an 
updated homage to arcade games of the 
past, N20 places you in the position of a 
spaceship pilot whose job is to rid the 
planet of invading bugs. 
Beyond the simple story- 
line backbone, the main 
emphasis of the game is 
pure adrenaline rush. 
Set in a series of around 36 
‘tunnels,’ the craft in the game is gravi- 
tized to the sides of an enclosed 
morphing track that is littered with 
all sort of vicious insect life 
waiting to take you down. 
Your vehicle is able to circle 
the tunnel in full 360- 
degree turns along the 
walls while packing 
upwards of fourteen dif- 
ferent types of weapons. 
The result of the game is 
similar to a 3D-looking 
Tempest with some of the 
coolest looking graphics to be 
found on the PlayStation. 
Smooth translucencies, water 
effects, heavy morphing, and an ultra- 
neon palette of colors produce a visual 
impression only equal to those in Wipeout. 
Tunnels will change shape throughout the 
game, including some open areas and flat 
surfaces for a distinct feel of high speed. 
The main focus of the game is placed on 
the importance of achieving a high score, 
which can be obtained by discovering dif- 
ferent ways of killing enemies and 
collecting coins which will buy you vari- 
ous weapons at the end of each round. 
For instance, shooting a spider will result 
in the creature hatching two more baby 


N20's gorgeous 
graphics are sure to 


arcade addicts. 


attract speed freaks and 


Think of this game as Tempest with an incredibly heavy debt to 
the 1960's. 


ж » му, 


И 


|. 
Ж” лк: 
x i ғат 
ЕС 4 ~ = 
Too bad your spaceship doesn't include 
an armory of Raid bombs or this guy 
would be quick history. 


Travelling at insanely high speeds is 
surely not the only thing to induce 
hallucinations when playing N20. 


spiders. Run over the babies to collect a 
bonus score. Receiving high scores will 
reward you with bonus tunnels and extra 
lives in which to max out your weaponry 
and amass more coins. 

N20 will also include an option for 
either two-player split screen mode or two- 
player cooperative missions that allow you 


Wow! Check out those 
melting walls! 
Heavy, baby! 


Oooh! The colors... It’s games like this 
that take us back to the glorious 1960's. 
when, uh... damn! | don't remember... 


Tunnel shapes and sizes will definitely 
vary from stage to stage, and so will the 
enemies. Stock up! 


to play side by side with a friend. With a 
simple premise and fast-paced gameplay, 
N20 looks to be any old-school gamer's 
dream come true, but the amazing visual 
effects, as well as the breakneck speed 
are sure to attract gamers looking for a 
unique challenge on the PlayStation. Look 
for it this summer. 
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www.acclaimsports.com 


Larry Walker 
1997 National League MVP 


EVERYONE 


www.majorieaguebaseball.com 


Hi-Rez' Graphics 
Smooth skin ројудопа! players 
in majestic 3-D rendered stadiums 


All 30 MLB Teams and Over 700 Players 
Track season long stats in over 200 categories 


Advanced Major League Strategy 
Scouting Reports by Larry Walker, 
1997 NL Home Run King 


600 All New Animations 
Outfielders climbing walls, 100 unique batting 
stances, plus Future-Throw Technology "to turn 
lightning quick double plays 


Total Team Management" 
Trade, create, sign or release players 
and call up Minor League” prospects 


1,000 Play by Play and Color Calls 
From the Yankees" broadcast team of 
John Sterling and Michael Kay 


Full Rumble Рак Support 
Feel every crack of the bat, home plate 
Collision and line drive grab 


ALL-STAR 


BASEBALL 
99 


fd 


The hardcore gamer's bible at off 


Next Generation is the 
intelligent game magazine ШОО Кш MN 
covering leading-edge PC CD-ROM мма а 

computer and videogames : 
for passionate, multisystem 
gamers. 

Next Generation editors 
cut through the hype to 
reveal the hottest games 
affecting both the here and 
now and your gaming future. 


Inside you'll find: 


* The best previews 
months ahead of other 
publications 


* Credible, definitive 


le that leis you make the ga 


i Coming Soom The conso : 
reviews from the (на ~ 


SIVE: How to make your own 
industry's best editors — О О 2 
• Dozens of high-quality a — REVEALED! 
Pea 8 the DigiPen 
screenshots to help you video-game school 
make tough purchasing 
decisions PARAPPA THE RAPPER: ves! It's another опе of those quirky Japanes' 


Call now for your FREE ISSUE 


at no risk. If you're pleased with what you see, we'll send you 11 more issues 
(12 in all) for only $19.95 — more than the cover price! 


Offer good in U.S. only. Cover price is $5.99. Canada: SUS 33.95, includes GST. Foreign $US 
43.95. Prepaid in U.S. funds only. Please allow 6-8 weeks for delivery of first issue. 
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INSIDE THE SCOREBOX 


е GRAPHICS How a game looks is only a small 

part of the formula, but an important one. Great 

graphics can pull the player into a world and make 

the experience seem all the more real. Weighted Just think of this section as kinda like the Grammies, except that here, the real good games — 
by 4. the ones that deserve it — win, and the ones that suck get blasted right out of the water! This is 
just the opposite of how the Grammies work... Weird, huh? 

* MUSIC Again, music won't make or break a 
game, but if the soundtrack moves you in ап RPG, ог 
gets your heart pumping in a fighting game, it adds 
to the overall appeal. Weighted by 2. 


ALIEN EARTH = 
е SOUND EFFECTS Good sound effects can Just like the X-Files without the bad acting! (О E 1 
actually help you to ‘feel’ the game better. Just 
imagine how much less of an impact a heavy punch 
would make if it only made a small ‘tick’ on contact. 
Weighted by 2. 


Б сопу Roar 


Someone сай a dentist! (О S (С) 


ФІПТЕВЯСТІОП How well does the game 


* BreatH Or Елве Ill с 
respond to your commands? How much influence ОВ 
do you have over what's going on? Weighted by 4. =ош 
• BALANCE Is the game childishly easy one DEenLock 2 AE 
level, then frustratingly hard the next? Does your No, it's not a reggae game... (О Ф 


opponent have an unfair advantage? When you want 
to save, do you have to walk an hour back to the vil- 


lage? Weighted by 4. Dean On ALIVE 


Geez... another "ВИ on Monday’ joke... 
• DEPTH Ever bought a game, fallen in love with 
it the first hour, only to beat it in two hours? A great 
game will take a long time to finish, and offer plenty 
of reasons to come back for more. Weighted by 4. 


Duke Nukem: ТІМ 
Not another опе! 


* EXTRAS Did the game's programmers go for 
that ‘little extra’, tossing in codes, hidden items, 
secret screens, or other added bonuses? Weighted 
by 1. 


JEDI KNIGHT: MOTS 
Star Wars rides again... and agal 


~јоозве Оввоо 
Nope, there's still no reggae game... 


* PRESENTATION Does the game create a 
world that draws you in? Do the intro screens and 
menus reinforce this environment? Weighted by 1. 


MoNoOPOLY 
е INNOVATION A game can be loads of fun Wow! A bored game! 
without offering anything totally new, but the clas- 


Sics are always the trendsetters. Weighted by 1. Рамхег Dracoon Saca 


The last Sega game??? 


• RATING The total sum of all the categories, 
divided by 23. 


Бітғема. ЗО 
Where Harry swings both ways! 


ULTRA AWARD 
ONLY THE BEST 
PASS THIS TEST! 


Powersoat Racine 
Roger plays this In the bathtub... don’t ask... 


THE RATING 

The system is the result of hours of 
gameplay and endless toil, resulting in 
the most in depth (and, uh... really 
complex) rating in the industry. 


REBOOT 
One shoe at a time, 0K? 


10 EXTRAORDINARY 
9.0-9.9 ULTAA 

VERY 8000 

9000 

AVERAGE 

LACKING 
4.0-4.9 SERIOUSLY FLAWED 
0.0-3.1 THE GRAMMIES 


SPEED Несеп 
How Bill got through finals In college! 


1080 SNOWBOARDING 
The only game where you can be disqualified! 
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Lin-nn... ANOTHER ‘BEST GAME EUER" 


othing stirs the blood like a 

new epic from Nintendo, 

and epic is pretty much the 
only way to describe 1080 
Snowboarding. The winter sport of 
the future is growing at a phenome- 
nal rate, and Nintendo seems to have 
caught the wave at its zenith. 
Although most of the snow will have 
melted by the time you read this, 
you'll be able to plug in a Nintendo 
controller and relive (or experience 
for the first time) the thrill of coasting 
down a mountain, with only your skill 
between you and a messy death. 

1080 is structured іп a similar 

fashion to Wave Race. You can select 


completing the races in order. This 
can prove frustrating at first when 
you want to check out different 
slopes, but provides much needed 
impetus for game progress. 

The tracks range from the sim- 
ple to the absurd. Snowboarding 
down a snow-covered slope is one 


thing, but leaping 
over cars and 
barreling through 
city streets is quite 
another. This 


several options in the first place, but 
you have to ‘open’ new courses by 


variety, of course, 
is something that's 
definitely missing from 
Winter Heat and Cool 
= Boarders, the game's closest 
rivals. It must be said at this point, 
that both those games — excellent 


as they are — can't hold a candle to 
this beauty. 

Not only has Nintendo suc- 
ceeded in making the best console 
simulation of a winter sport, it has 
also defeated the arcade competition, 
blasting past Alpine Surfer with ease. 

A split screen, two player mode 
is a valuable and engrossing addition, 
but unusually, the one player game is 
even more fun, since there are a ton 
more options. You can race a com- 
puter opponent, practice stunts (and 
this game is all about stunts), take a 
turn on the half pipe, or simply enjoy 
the beautiful environment. 

The game was designed by 
some of the Wave Race team, and 
their input is obvious in the smooth 
learning curve and tight controls. This 
game shows off the N64 controller 
and more impressively, the N64 rum- 
ble pack. Coasting through powder, 


SELECT RIDER 
Richy Илле 


TECHNIQUE . 


Komm 
SELECT/RIDER Ж 


Dios ВШ 
p HNIQUE 


МАХ SPRED. 


SELECT RIDER 
Rob Haini 


TECHNIQUE | 


МАХ SPEED 


BALANCE 


n 
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skating on ice, rumbling across 
packed powder — it all feels com- 
pletely realistic. 

1080 is one of the most graphi- 
cally attractive games on the system: 
no pop up, smooth frame rate, even 
the characters are brilliantly motion- 
captured. There’s lens flare, sunsets, 
even moonlit tracks. You can have 
fun going slowly through environ- 
ments as pretty as these. 

One of the problems reviewing 
this game is trying to find something 
to criticize. Learning stunts is tricky, 
but even that is enjoyable. There are 
too few tracks, but only because you 
love ‘em so much. This is crying out 
for a 64DD update disc. Let’s hope 
Nintendo releases that machine in the 
US, if only to add more tracks to 7080. 

Choosing characters and 
boards is more than just a cosmetic 
touch, since each character and 


SELECT RIDER 
Ahari Haterz 
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SELECT BOARD 


Scout 156 


CONTROL 


board performs very differently. The 
snowboards can be damaged in most 
game modes, and avoiding trouble 
becomes paramount. Retiring near 
the finish line because your snow- 
board is all messed up is a pretty 
soul-destroying experience. 

Musically, you might be for- 
given for thinking this was a CD 
soundtrack. Sampled voices and 
instruments make this a stellar per- 
former in the audio department. Too 
bad you can’t select the soundtrack of 
your choice. 

Entering the half pipe contests 
is almost as much fun as racing. Once 
you've mastered the basic set of 
tricks, you can unlock a bunch of new 
ones, including the eponymous and 
incredibly difficult 1080. 

To put it bluntly, 7080 
Snowboarding makes all other snow- 
boarding games look dumb. 


FRANK O'CONNOR 


GRAPHICS 


AUDIO & VIDEO 


As with every single Nintendo game known to 
man, completing the game flawlessly reaps its 
rewards. In the short time we had with 7080, 
we managed to uncover a couple of nifty 
secrets. For one thing, you can shave valuable 
seconds off your course records by taking 
shortcuts, or judicious use of jumps. Some 
routes may look short, but are filled with (slow) 
powder, or hazards which will pretty much 
destroy your board. Get used to each course 
and try to figure out which route suits you and 
your rider best. 

Better still is the inclusion of the secret 
gold and silver riders. To open these guys up, 
you have to beat every course on Black 
Diamond (the toughest level) which is no mean 
feat. You then race the silver rider on a new 


course. Beat him, and you get to race the gold 
rider. Beat the gold rider, and then nothing 
happens. Seriously, as far as we can tell, that’s 
it. But it’s still cool. And very, very hard to do. 


DAMAGE _ 


TECHNIQUE | 


T"? 


O GAMEPLAY © SPECIAL 


INTERACTION я EXTRAS 


ре ча 
E 


= 
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ALTERNATIVES 
Mario Kart 4.5 1 
Motor Toon GP 8. 


Wave Race bY 


MUSIC 


BALANCE PRESENTATION 


SOUND EFFECTS 
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[Sf ISSUE 103 = 
ISSUES PS, 


emember way back when we were just plain old Game Play- 
H ers? Well, you can relive those glory days by ordering our 

back issues. You wouldn't believe some of the crazy stuff we 
used to get away with! Ahhh, youth. Anyways, if you're interested, just 
send us $5.95 per issue (check or money order, US funds only, please) 
to Game Players Back Issues, 150 North Hill Drive, Brisbane, CA 94005. 
Just think about the outrageous cash you'll be able to get for a com- 
plete collection of old-style Game Players magazines in only a short 
couple of years — you could retire and just play videogames all day! 


18996 109 


Cover story: | strategies: 
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ISSUE 106 


ISSUE 99 
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GENRE. Каты O PLAYERS. L © PUBLISHER. JaLeco 


© DEVELOPER. Jaco © 


RATING. Е о М.5.К.Р. $44.95 


SEEEDIHHLER. 


Еніт-ЕНІ WOULO ROLL OUER ИТ HIS GRAUE! 


rowing up, watching Speed 
Racer, | was really excited 
by the prospect of this 


game, then when the intro screen 
comes on and it starts showing cuts 
from the cartoon, | thought this game 
may have something. Then when | 
loaded up the game, it looked nothing 
like the cartoon. Instead, Speed 
Racer looked like yet another Ridge 
Racer clone. 

The control and speed of the 
game are exceptional and were 
almost enough to convince me that 
this was a decent game, in spite of it 
ignoring the license alto- 
gether. However, the 
depth of the game is just 
unforgivable. There 
are only three 
tracks 


GRAPHICS 


Of course, the game 
looks nothing like 
the intro or 
the cartoon. 


in the game 
and they 
are all vari- 
ations on 
one track. 
Even in the 
endurance 
mode, you just 
race more laps 
around the same tired old 
track. The Mach 5 is loaded up with 
saws, springs, and periscopes that 
can only be used on one shortcut. Did 
someone forget to finish this game? 
The one shortcut that exemplifies 
what the game should’ve been like 
has the player jumping a guard 
rail with springs, turning on 
the rotary saws to mow 


down trees, using 
the periscope to 
\ go under water, 
\ 


‘The cool intro gets 
fans of the series 
ready for some 
Speed Racer action. 


@GAMEPLAY 


INTERACTION 


the game are exceptional. 


then finally jumping back onto the 
track. The pure adventure and skill 
required for this one shortcut makes 
it better than the rest of this game. 

In Speed Racer fashion, there 
should have been more battles 
between cars, longer courses, and a 
great deal more shortcuts. This is the 
type of racing game that basically 
needs more personality. The Speed 
Racer license is put to waste because 
the developers didn’t take the time to 
create an environment that is even 
remotely reminiscent of the car- 

toon. Instead, the game is as 
generic as it gets. The only 
thing that clues you in to 
the fact that this is a Speed 
Racer game is the annoying 
‘Hey, Chim Chim’ that blurts 
out every few seconds for 
no apparent reason. If more 
time had been put into this 
game then it could have 
been a great racer, instead 
it is generic, short, and 
uninspired. Now if you'll 
excuse me, | have to go eat 
candy with Chim-Chim. 


© MIKE SALMON 


The handling and speed of 


© SPECIAL 


EXTRAS 


mis 30065 


The best part of Speed Racer 15 this 
shortcut, where you have to jump a 
rail with the springs... 


2% > 
of ? 5 mph Elano 


«put up the periscope as you go 
under the river... 


«then pull out the saws to clear a 
path through the forest. 


ALTERNATIVES 
Rage Racer 7.3 

Need For Speed II 5.3 
Test Drive 4 АП 


MUSIC 


BALANCE 


PRESENTATION 


SOUND EFFECTS 


DEPTH 


INNOVATION 
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GENRE. Ғтонтім © PLAYERS. Lor 2 Ө PUBLISHER. Sony Ө DEVELOPER. Hupson Хот Ө RATING. Т ©  M.S.R.P. $44.95 


REVIEW 


КТ 


Yr 


FRERHY, DISTURBING, FUNNY, НПО GENERALLY A GOOD TIME! 


T he complete lack of decent from some slight We've heard of i 2295 >= 
fighting games on any con- resolution problems dancing on some- " 

sole for the past year has that make it look one's grave, but this Exploding into the animal suit is 
been the worst drought since before more like a Saturn в ridiculous! also an effective weapon in battle. 


the days of Street Fighter, but with game. However, the 
Tekken 3 barreling its way towards looks of Bloody Roar are certainly 
the PlayStation, that's all about to good enough and the fast play 
change. In many ways, it's unfortu- and unique characters give 
nate that В/ооду Roar is coming out this game a great deal 
when it is, because first-rate games of personality. 
like Dead Or Alive and Tekken 3 are There are eight 
set to steal the show. selectable charac- 
Graphically, Bloody Roar is a ters and their sional 


solidly built fighting game that suffers beastly counter- spillage of By tweaking some features, you 
parts, including: blood Is cor- can send enemies out of the ring 
Long (tiger), Fox tainly an at any time in the game. 
(ditto), Alice (bunny), айан 
Mitsuko (boar) , тш 
| Bakyru (some weird who knew 
alien), Yugo (wolf), Gado about the 
(lion), and Greg (gorilla). The fighting genre? 
characters all do battle in caged The simple 
arenas, a la Fighting Vipers, and the two-button attacks and 
moves, balance, and playability ofthe | inventive Beast and Rave modes 
j game is quite remarkable. | mean, make the game immediately playable. 
қ = everyone knew that Hudson Soft The one criticism of Bloody 
Mild mannered, scantily clad, teenage makes a great Bomberman game, but Roar has to be that button mashers A good combination of charge 
fighting machine one minute... can often pull out a win moves, throws, and basic punch- 


ing and kicking gives players a 
great, but simple variety. 


against graceful fighters 
like myself. However, in 
ý the long run, the hackers 
wand mad, stomp- get theirs. With some fan- 


ing pink bunny the tastic throw moves, like 
next. Talk about 


Alice surfing on the back of 
an opponent before taking 
them down, the game is a 
fun and interesting experi- 
ence. The funky head, kid 
mode, and the oddity of a 


split personalities. 


bunny fighting a gorilla all There are pon great creative. 
are part of the entity that is moves, like surfing on an 
Bloody Roar. As a serious enemies back. 


fighter, this can’t compete 

with Dead Or Alive or 

Tekken 3, but for pure, 

fast, arcade fighting 

fun, Bloody Roaris a 

bloody good choice. ALTERNATIVES 
Bushido Blade: 9.2, 

ем! Street Fighter EX Plus Alpha: 9.0 

SALMON 
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everal months after the retail release of 
E the game, Quake 215 finally approaching 

the level of excellence expected of it. The 
free Point Release add-on that Id is offering via the 
internet offers 
eight death- 
match and five 
capture the flag 
levels (which 
really should 
have been 
included in the 
game from the 
start). Overall, 
the levels are 


well designed 
MG ERE. а 29 but due to their 
The Quake 2 Point Release finally smaller size 
delivers the levels that gamers they are more 
have been waiting for. suited to 16- 
player games 


than 32-player ones. Id has also taken the opportu- 
nity to correct some glitches in their game engine 
50 problems like sticky walls are now a thing of 
the past. Considering that Id released an additional 
three 64-player deathmatch levels a few days after 
the Point Release, it seems that Quake 215 a game 
that will only get better with age. 


о ROGER BURCHILL 


Cries of ‘Camping Bastard!’ will soon echo through 
the halls only to fall on deaf ears. 


RATING 


Ө AUDIO/VIDEO 
GRAPHICS in 
MUSIC NA 
SOUND FX 
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GENRE. AcTION 

PLAYERS. 1 ro 4 

PUBLISHER. LucasArts 
DEVELOPER. LUCASARTS 

RATING. E 

M.S.R.P. $29.99 


6|6|6|6|o6|6 


finished the first and is thirsting for more is 
going to be mildly satisfied by MOTS, but there 
isn't enough new here for those who aren't 
fanatic about the game. 


© MIKE SALMON 


Т his add-on for Jedi Knight takes place 
five years after Kyle Katarn’s glorious 
victory over Jerec. Now it seems 
Katarn has discovered a mysterious Sith tem- 
ple which holds unusual force powers. Mara 
Jade, the new character in the game and a 
smuggler, has joined Kyle on his quest. 

The game engine has been slightly 
revamped with new colored lighting, additional 
multiplayer options, and some new levels to 
explore. The levels are well designed but don’t 
hold up to the standards of the ones in Jedi. 
Cool new effects like enemies breaking 
through walls and working more with allied 
forces are key new additions. Anyone who has 


Resisting the temptation to shoot your own Rebel 
Forces is crucial because their help is necessary. 


RATING 


© SPECIAL 


EXTRAS 
PRESENTATION 
INNOVATION 
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MUSIC 
SOUND FX 


GENRE. ACTION 
PLAYERS. 1 
PUBLISHER. PLAYMATES 
DEVELOPER. Bean 
RATING. T 

M.S.R.P. $39.93 


6|6|6|6|6|6 


adventure), you want Alien Earth. 


@ CHRIS CHARLA 


liens have enslaved the earth, and 
Н keep humans around only to hunt for- 

sport in this isometric action- 
adventure from Playmates. You play their 
latest quarry, with only two options - fight back 
or die. The graphics in this title are detailed 
and well done, and the gameplay meets those 
same expectations. You need brains more than 
reflexes, but scattered among the many well- 
thought-out and creative puzzles is more than 
a little mouse-controlled combat. About the 
only downside are the frequent loading screens 
(luckily each only lasts a couple of seconds). If 
you want a well written and well designed 
action adventure (with more emphasis on the 


Who ever heard of violence in a pool hall? 


RATING 


@ SPECIAL 


EXTRAS 
PRESENTATION 
INNOVATION 
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INTERACTION _ 10 
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DEPTH 8 


OQ AUDIO/VIDEO 
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GENRE. RPG © PLAYERS. L © PUBLISHER. Capcom 


о DEVELOPER. Capcom 


о RATING. T © М.5.Қ.Р. $49.95 


A TITLE WITH ALL THE ITIHHITIES OF A QUINTESSENTIAL APG 


НЕНТНШЫННЕ, 


fter all the hoopla over the 
great big step forward 
Square took in RPG graphics 


with Final Fantasy VII, some nostalgic 
gamers were left pining for 
characters more expressive and 
animated than polygons could deliver. 
Enter Breath of Fire ІІІ, Capcom’s 
long awaited third title in the series 
that originally started on the SNES 

by Squaresoft. 

Continuing the series' storyline 
involving the Brood, a powerful race 
of dragons, and the Guardians, a reli- 
giously appointed breed of beings 


instructed to fight the Brood, Breath 
of Fire Ill begins by placing you in the 
role of Ryu, a young dragon warrior 
with no knowledge of his heritage or 
purpose. As the game progresses, 
you'll meet up with various charac- 
ters who'll join your quest for 
different reasons. It's standard fare 
as far as RPG storylines go, but the 
translation and text are incredibly 
well done, mixing evenly paced char- 
acter development and humorous 
dialogue. And with the massive 
amount of locations, as well as the 
amount of side-quests, plot twists 


You'll begin the 
дате as a young 
child wandering 
the countryside 
with a couple of 
delinquent pals. 
Kids these days! 


"Lets call i 


Making your way through the 
desert is just one of the 
mini-quests you'll undertake. 


THE LINE 


@AUDIO & VIDEO 


GRAPHICS 8 


Though not as visually impres- 
sive as other RPGs, Breath of Fire 
Ill is still incredibly detailed. 


and enjoyable sub-games (1 was 
totally addicted to fishing!), you may 
overlook the rigorous amount of detail 
that went into play mechanics, char- 
acter animations and maze designs. 
Breath of Fire Ill is actually a very 
intricately constructed game. The 
small details that make this game 
such an enjoyable romp are too 
numerous to mention, but overall, 
they push Breath of Fire Ill over the 
hurdle of being an almost too 
traditional RPG. 

On the flip side, the only real 
drawbacks in the game are the occa- 
Sional slowdown in combat 

and traveling, as well as 
the frequency of fighting. 
Though missions within 
the game are very well 
paced, the casual 
progress of the storyline 
and the occasional slug- 
gishness of some load 
times (they're mainly due 
to the amount of anima- 
tions!) may get on a few 
gamers’ nerves. Breath of 
Fire Ill won't necessarily 
be the title that will 
smash preconceptions of 
RPGs, but it more than 
succeeds in providing 
those already enamored 
with RPGs with a game 
that takes all the stock 
elements from yesteryear 
titles and excels in giving 


Directional button change Pacs 


@GAMEPLAY 


INTERACTION 


Get a solid technique down for 
landing the big critters and you'll 
reap some nice rewards. 


without it? 


© SPECIAL 


EXTRAS 


Ah, the all-purpose warp portal! 
What RPG would be complete 


MUSIC B 


BALANCE i0 


PRESENTATION 


Camping on the map allows you to rest, 
save and take care of important busi- 
ness without spending dough at an Inn. 


The world map is vast with tons of 
towns, dungeons, fishing spots, and 
secret areas. 


them depth and a singular amount of 
32-bit charm. 


© FRANCESCA REYES 


ALTERNATIVES 
Wild Arms 7.3 
Suikoden 9.1 

Final Fantasy VII 5.7 


SOUND EFFECTS 10 


DEPTH 
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INNOVATION 
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ou know, 'т not sure who thought up 

the idea for making an interactive board 

game, but nonetheless, I’m confronted 
with the task of rating Monopoly for the 
PlayStation. While all of the actual elements of the 
game are still intact, Hasbro has made sure to 
include some nice cinemas (which slow down 
gameplay considerably) as well as 3D game tokens 
so that the player will know that they're playing a 
videogame and not the board game, but that's 
where the perks end. While Monopoly, the board 
game, is by all means a classic game, it just 
doesn't make much sense as a videogame, 
because: a) you don't need a PlayStation or periph- 
erals to play it, b) the videogame is most likely 
more expensive than the actual board game, c) the 
Al is so poor that it's near impossible to lose if you 
have any real knowledge of the game whatsoever. 
As a mutiplayer title, Monopoly may have a chance 
to entertain, but as anything else, you're better off 
saving some dough and picking up the real thing. 


RATING 


AUDIO/VIDEO 
GRAPHICS 
MUSIC 
SOUND FX 
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PLAYERS. l or 2 

PUBLISHER. Ст INTER. 
DEVELOPER. 3p Кели 
RATING. M 

$49.99 


ГОТА ЛЕМ 'ШП е MSRP. $49.59 ____ 


eah, Duke Nukem was one of the best 

first-person shooters on the PC, and 

has since been successfully ported to 
both the Saturn and N64. Since the PlayStation 
version is the latest port, it should figure to be 
the best version. Unfortunately, it is far from it. 
The most egregious flaws in Total Meltdown 
are the graphics, which are chunky and very 
low-res. Even with filtering and shadows 
turned off, Duke’s frame-rate is too choppy. 
After seeing PlayStation games like Тепка and 
Disruptor, Duke feels more like an early 3DO 
game than the late generation PlayStation 
game it should be. Pathetic graphics aside, 
Total Meltdown does feature some very fun 


PlayStation exclusive levels and the control is 

also quite good. Still, unless you're desperate 

to play Duke on the PlayStation, play the origi- 
nal PC game or one of the other ports. 


RICK SANCHEZ 


sac 
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GENRE. ACTION 
PLAYERS. 1 or 2 
PUBLISHER. ACTIVISION 
DEVELOPER. GREMLIN 
RATING. T 

M.S.R.P. $39.99 


our Honor, | have reached a decision 

concerning the case of Good 

Gameplay vs. Judge Dredd. As a light- 
gun shooter, the defendant has shown itself to 
be a model citizen by offering players fast 
action, plenty of enemies, highly polished lev- 
els, and interactive environments. 

However, the defendant has been found 
guilty of cheesy FMV sequences, unexciting 
sound, and individual levels which are far too 
short. Most importantly, the defendant has 
been found guilty of offering inadequate target 
response to individual bullet hits, thus robbing 
the player of the pure visceral joy found in 
knocking a digital target onto its digital butt. 

My decision, (and it is final), is that Judge 
Dredd simply cannot match up to the best 


shooters (namely Time Crisis and Virtua Cop 2), 
but it does offer a bit more excitement than the 
rest of what's on the market at this time. 


DAN EGGER 
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GENRE. Рєнт& © PLAYERS. 1 or с © PUBLISHER. Tecmo 


© DEVELOPER. Tecmo © RATING. T ©  M.S.R.P. $49.95 


КЕУТЕШ 


Ни CLOSE то Шнтин FIGHTER AS THE PLAYSTATION 15 GONNA БЕТ 


here have been very few 
fighting games in existence 


that will leave an impact on 


these titles. Originally designed for 
Sega's Model 2 arcade board, 
this polygonal brawler is 
finally making its way to 

the PlayStation. 

The controls are pretty 
straightforward, as Tecmo has 
decided to use the three-button con- 
figuration found in the Virtua Fighter 
series, only instead of the traditional 


implemented. Blocking is actually 
handled by simply holding back on 
the directional pad. 
What separates 
Dead or Alive from the 
vast myriad of fight- 


Each of the 
characters in DoA 
relies on a different 
type of Martial Arts. 


Surrounding each fighting arena is the 
Danger Zone. If you get knocked into 
it, you will lose quite a bit of health. 


mend em 


mo 


Throws make up an important part of 
the combat. Most characters have at 
least three or four of them. 


THE LINE 


GRAPHICS 


the genre, but Dead or Alive is one of 


W 


block button, a ‘Hold’ button has been 


ing games out there is its rather 
unique and inventive fighting system. 
By usage of the ‘Hold’ button, 
virtually every single attack or 
throw in the game can be 
reversed. What this adds 
б to the depth of this 
game is phenomenal. 
Patience is now 
rewarded, and no bat- 
tle is ever the same. 
f. No longer can a per- 
7 son constantly win by 
| pounding the punch button 
or by simply using the same 
special attack over and over 
again. If they do, they will 
find themselves quickly 
reversed and vulnerable 
to attack. 


If you hit the Hold button just before 
ап opponent's attack hits you, then 
you will reverse it. 


those added extras and combine it 
with the dead-on controls and smooth 
gameplay that Dead or Alive provides, 
then you have one of the best fighting 
game experiences currently available 
on a console system. And coming 
from me, that means a lot. Run out 
and buy this one. You won't regret it . 


N FROST 


Tecmo has 
even gone the dis- 
tance and loaded 
this PlayStation port 
with a virtual cornu- 
copia of extras. Each 

time you finish the 
game with a character, 
that charac- 
ter gets a new 
costume. There are 
a total of 89 costumes 
altogether, but only 72 
of them actually need 
to be earned. Each of 
the females have 14 
costumes, whereas 
the males have five. 
There are also two 
secret characters, 
Raidou and Ayane, as 
well as several hidden 
options that will need 
to be uncovered. All in 
all, fighting game fans 


will be kept busy for ІРІ.ШІ-ҒА 
months discovering = 
everything that this 
game has to offer. 

If you take all 


@GAMEPLAY 


INTERACTION 


© SPECIAL 


EXTRAS 


MUSIC 8 


BALANCE " PRESENTATION 10 


You тау remember that this ninja 
character is originally from another 
Tecmo game - Ninja Gaiden. 


ALTERNATIVES 
Dynasty Warriors 8.3 
Soul Blade 8.6 
Street Fighter EX «Alpha 9.0 


а total of 11 char- 
acters, including 
Raidou and Ayane. 
It will take a lot of 
time to master 
them all. 


RATING 


SOUND EFFECTS 


DEPTH 


INNOVATION 
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PLAYERS. 1 PUBLISHER. ACTIVISION 


DEVELOPER. ACTIVISION 


RATING. E M.S.R.P. 549.95 


rr 


Lan PITFALL MAHE THE MOVE To ЗО? 


ne of the most commonly 

asked questions of 

videogame journalists is 
why do we take it easy on bad games 
in previews. The reason is that these 
titles are often not finished and the 
developer still stands a chance to 


make a game that seems bad in into a gem of 
early version much better by the а дате. 
time it’s finished (although this What changed 


the title from bad 
game to good, was a 
simple case of well-exe- 
cuted design. First off, the 
developer radically reduced the 
number and frequency of 
‘cheap deaths’ which 
plagued the early ver- 
sions of the 
game. By 
adding 
highly intuitive 
(and often funny) visual 
and audio clues which 
warn of dangers, 
Activision made a 
world where 
players most 


rarely happens). 

Pitfall 3D is a perfect example of 
just such an occurrence. In its early 
stages, this game looked like yet 
another sorry attempt to revive a 
crusty old classic (Frogger, 
anyone?), but by the time it was 
finished, Pitfall 3D had turned 


often have only themselves to 
blame for dying. 

Another solid design concept 
was the near-perfect layout of saves 
and checkpoints throughout each 
level. Almost all of Pitfal/'s difficult 
sections begin immediately after a 
save marker or checkpoint. This 
enables players to learn how to 
overcome challenging sections 
without losing hard earned ground in 
the process. Activision was also 
clever enough to leave extra lives 
in the most difficult areas, giving 
players extra incentive to try risky 
jumps and maneuvers. 

Pitfall 3D also benefits 
from unique boss levels, an 
adventurous soundtrack, and 
a finely tweaked learning 
curve that takes the most 
uncoordinated player and 
Slowly builds them into an 
expert. The game unfortu- 
nately suffers from а 
hyper-active camera which 
occasionally bounces around 
like Mountain Dew-filled 
Richard Simmons, but players 
willing to overlook this flaw 
will find a title which is truly 
worthy of the Pitfall name. 


о DAN EGGER 


ALTERNATIVES 
Tomb Raider 2 
One 


AUDIO & VIDEO GAMEPLAY 


INTERACTION 


GRAPHICS 


SPECIAL 


EXTRAS 


MUSIC BALANCE 


PRESENTATION 


SOUND EFFECTS DEPTH 


INNOVATION 


http: //www.ultragp.com 


ULTRA garneplayers ПЬ5 


б бе 


PLAYERS. 1 or 2 


PUBLISHER. INTERPLAY 


DEVELOPER. PROMETHEAN DESIGNS RATING. KA M.S.R.P. $49.95 


ТЕШ 


espite the popularity of the 

racing genre on all plat- 

forms, water-based racing 
games are still a rare quantity when 
compared to the number of automo- 
tive racing titles that are available. 
The unique gameplay experience 
offered by Powerboat Racing sug- 
gests that game companies are 
perhaps focusing too much attention 
on the wrong racing sub-genre. 

As a visual experience, 
Powerboat Racing offers nicely varied 
environments in vibrant colors with 
everything moving smoothly at an 
admirable frame-rate. The usual 
PlayStation special effects are all pre- 
sent and accounted for, from 
transparencies, to light sourcing, to 
(argh!) lens flares. The graphics in 
Powerboat draw-in smoothly for the 
most part and the use of animated 
elements in the backgrounds really 
bring the environments to life. Water 
effects still aren't up to the level of 
WaveRace 64, but are probably the 
best to date on the PlayStation. 


THE LINE 


AUDIO & VIDEO 


GRAPHICS 


FI 
каца 


Ст 


In terms of gameplay, 

Powerboat offers nine 

tracks and 16 different 

boats. All of the tracks are 

nicely designed and have 

their own unique chal- 

lenges. Although not equal to 
WaveRace 64 in appearance or effect, 
the physics engine does a good job of 
simulating waves and their effects on 
the player's boat. The tracks them- 
selves offer the occasional short cut 
and the course actually changes 
slightly (adds a detour) towards the 


GAMEPLAY 


INTERACTION 


EXTRAS 


race. 
As solid 
as the core of 
the game is, 
Powerboat Racing does have some 
idiosyncrasies that edge the 
gameplay more towards 
the arcade than simula- 
tion, like a questionable 
‘powerslide’ button is 
added more for fun than 
realism. Ultimately, 
WaveRace 64 still sets 
the standard for a water- 
based racing game and 
the ability to perform 
tricks adds a special 
appeal all its own. But 
Powerboat Racing offers 
a satisfying and unique 
racing experience that 
should encourage players 


and developers alike to $ 
explore the world of 
water racing. 
пеат иена 
BURCHILL eee 
RATING 


SPECTAL 


MUSIC 


BALANCE 


PRESENTATION 


SOUND EFFECTS 


DEPTH 
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GENRE. STRATEGY PLAYERS. 1 то 7 PUBLISHER. ACCOLADE DEVELOPER. CYBERLORE RATING. T M.S.R.P. 545.35 


REVIEW 


YOU'VE ALREADY CONQUERED THE WORLD, ППШ СПППШЕН THE ШИШЕНЗЕ! 


ell, last year’s Deadlock Gameplay in Deadlock 1/15 very 1 
was a breath of fresh air much the same as in the original. In 
for strategy fans. It had each scenario, you build up your land- 2 
an engaging story, interesting game- ing zone with factories, farms and 
play and a large variety of races, research centers, trying to expand 
technology, and weapons to play and take control of the planet through 
with. Deadlock |: Shrine Wars is warfare or by meeting 3 


certain criteria. As 

you build up your 
settlements and 4 
research new 


more of the same, but better. 


technology, 
you gain В 
ассе55 10 
тоге 
advanced 
buildings and The most important improve- 
weapons that ment in Deadlock Ilis the interface. 
you need to keep The first Deadlock had a non-intuitive 
up in the planetary control scheme and the control sur- 
arms race. New to faces tended to take up a lot of 


Deadlock ІІ are fourteen new building screen real estate. Deadlock II cor- 
types, thirteen new technologies, nine ^ rects this by consolidating a lot of 


new combat units, including sub- control surfaces and nesting others 
marines and aircraft, and two new 50 you only have access to functions 
victory conditions: alliances between like worker allocation when you need 
races or must win by combat. it. The other big improvement is the 


research screen, represented by a 

design tree, so you can visualize 
which technologies lead to oth- 
ers and plan where to invest 
your resources. 

Fans of the original are 
going to love Deadlock II. It 
retains everything 
good about the 
original and 
improves on the rough 
spots. It's easy to learn 
to play, but like so 
many other great games, 
it takes quite a while to 
master. Deadlock's new 
campaign feature, which 
takes you through 42 sce- 
narios, will provide hours 
of entertainment. 


ALTERNATIVES | 


RICK SANCHEZ Master of Orion II 
Pax Imperia: Eminent Domain 
X-Com Apocalypse 


AUDIO & VIDEO GAMEPLAY SPECIAL 


GRAPHICS INTERACTION EXTRAS 
MUSIC BALANCE PRESENTATION 
SOUND EFFECTS DEPTH INNOVATION 
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GENRE. Асттон 


PLAYERS. 1 


PUBLISHER. ELECTRONIC ARTS 


DEVELOPER. ELECTRONIC ARTS 


RATING. T 


МУР. $45.35 


hen HeBoot first hit the 

airwaves, its computer 

generated graphics 
stunned audiences and garnered an 
instant following. ReBoot, the 
videogame, has been a while in the 
making now, and even though it's 
based on the hit cartoon, the com- 
puter generated world of the 
videogame doesn't have quite the 
luster of the show. 

ReBoot will primarily appeal to 
fans of the series. The game's story 
functions as episode zero, laying the 
groundwork for what would become 
the TV show's story arc. Fortunately, 
the FMV episode is interspersed 
throughout the 18 levels of the game 
and creates a fairly compelling rea- 
son to move on to the next stage. 

In the game you play Bob, 
scooting around a 3D environment on 
a zip board (think hovering skate- 
board from Back to the Future Il), 
mending tears in the fabric of 
Mainframe, a world that exists inside 


AUDIO & VIDEO 


a computer. Megabyte, the arch- 
villain of the show, is responsible 
for the tears, so you must battle 
over 30 enemies to reach the end 
and go head to head with the big 
palooka, saving Mainframe in the 
process. 

Despite the license, the game is 
a fairly generic 3D shooter. The 
dynamic of moving around on a zip 
board distinguishes ReBoot from 
many others in its class, but the level 
and enemy design doesn't really rein- 


GAMEPLAY 


GRAPHICS 


INTERACTION 


force the use of 
the zip board 
as much it 
could. There are 
a variety of 
weapons and power 
ups to collect, but few 
are visually or functionally distinctive. 
The ReBoot license is both a bless- 
ing and curse for the game. 
On the plus side, the game 
benefits from the exten- 
Sive back story and 
character development. 
Atthe same time, the 
license confines the cre- 
ative freedom of the 
developers. The game 
feels like it could have 
been really stunning if it 
hadn't been limited by 
the expectations fans of 
the series will bring to it. 
But if you enjoy the show, 
there's a very good 
chance you'll have a 
good time. 


RICK 
SANCHEZ 


SPECIAL 


EXTRAS 


Twisted Metal г 


RATING 


ALTERNATIVES 
Jet Moto 2 


Wipeout XL 


MUSIC 


BALANCE 


PRESENTATION 


SOUND EFFECTS 


DEPTH 
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GENRE. RPG © PLAYERS. L © PUBLISHER. Seca/Team ANpRoMEDA © DEVELOPER. SEGA 


© RATING. T © М.5.К.Р. $49.95 


EVIEU 


SATURN'S SWAN SONG TURNS OUT TO BE Н GOLDEN EGG! 


ith a dying system in its 
hands and a dwindling 
support base to worry 


about, you'd figure that Sega would 
hightail it to hide underneath the 
shadow of the forthcoming Katana. 
Fortunately for US Saturn owners 


Depending on the time you 
enter each area, the 
environments will 
change, including 

access to characters 

and sub-quests. 


As you play, you'll learn a thing or 
two about the politics and history 
of the intricate Panzer world. 


and RPG fans alike, the prediction has 
proved false with the release of 
Panzer Dragoon Saga, one of the best 
RPGs to hit these shores in quite a 
while. Based upon the incredibly 
unique visual universe featured in the 
Panzer shooter series, PD 
Saga encompasses 
four entire discs 
and includes a 
majority of the 
original 
elements of 
the previous 
games. 
You'll begin 
the game as 
Edge, who 
reluctantly wit- 
nesses the mass 
slaughter of the friends he 
was hired to protect. Nearly killed 
himself, Edge is saved by a dragon, a 
creature of forgotten myths. And so 
the tale of revenge and mystery 
begins. Your objectives will change as 
many times as the plot twists, con- 


Entering certain 


dragon and 


locations will mean 
dismounting your 


exploring on foot. 


GRAPHICS 10 INTERACTION i 


1 Each town, city or camp will be in a con- 
stant state of change, ensuring new 
characters and dialogue on most visits. 

2 The world map, though smallish, is defi- 
nitely still in keeping with the visually 
stunning look of the game. 

ЗА rating system for battles will have you 
scrambling to defeat each enemy quickly, 
while sustaining minimal damage. 

4 The monstrously enormous boss fights in 
PD Saga put those in all other RPGs to 
quiet shame. 


structing an incredibly involving 
adventure full of ruins, hunters, and a 
corrupt Empire. The storyline is illus- 
trated further by a massive amount of 
amazing CG cinemas that serve to 
deepen the story. Luckily, the cine- 
mas are fairly seamless with the 
gameplay, giving PD Saga a more 
orchestrated feel rather than simply 
coming off as an interactive movie. 
With a host of gorgeous locales 
and unique character designs, the 
gameplay doesn't miss a step in 
keeping up with the graphics. All 
combat takes place while in flight and 
incorporates a time generated 
‘three-gauge’ system that allows 
for different attacks to be car- 
ried out depending on how 
many meters are powered up. 
Each enemy will have its 
own unique weak point, attacks 
and safety area, forcing you to 
fight each battle intelligently 
and without pause. Enemies 
are smart, fast and MASSIVE! 
The boss fights in PD Saga are 
worth the price of admission 
alone for the pure adrenaline 
rush each battle guarantees. 
With the huge variety of 
character dialogue, intriguing 
secrets, and stellar soundtrack, 
PD Saga's only flaw is that it 
borders on being too short. 
Clocking in at around 20-25 
hours of gameplay may turn off 
some, but believe me when | 


© SPECIAL 


EXTRAS 


1 wonder why she crashed? 


% 
EXE, ЖЕЛІ 
ТҮКЕ, 797 

ИЙ ики Ey 


say that they'll be 25 of the most 
enjoyable hours spent playing any 
game, period. Don't miss it. 


О FRANCESCA REYES 


-ALTERNATIVES 
"Final Fantasy VII 97. 
Fire III 4. 
j the Holy Ark 5,7 


MUSIC 10 BALANCE i 


SOUND EFFECTS DEPTH b 


10 
PRESENTATION id 
INNOVATION in 


ULTRA garneplayers ОБА 


М": WE JUST cAN'T GET 
ОМЕК WHAT A GREAT JoB 
THE CRAYONS DID он OUR NET- 
WORK SECTION. Now WE'VE GoT 
RooM FoR EVEN MoRE оғ YoUR 
LETTERS! SPEAKING of LET- 
TERS, WE'VE GoT A WHOLE 
BUNCH of “ЕМ FROM REALLY 
NICE FOLKS wHo READ oUR 
MAGAZINE AND HAVE SOMEHOW 
GoT IT То THEIR HEADS THAT 
WE CAN oR WANT To HELP 
THEM. Go FIGURE... 

ANYWAY, ІС YoU'NE GoT A 
GAMING QUESTION oR А REALLY 
PRIVATE PERSONAL PROBLEM 
THAT WE CAN TELL ALL of 
AMERICA ABOUT, WHY Don’T You 
WRITE AND TELL US ABOUT IT? 
REMEMBER, ТАМЕ IS FLEETING, 
BUT SHAME AND IGNOMINY CAN 
LAST A LIFETIME! 

So WHAT ARE YoU WAITING 
FoR? WRITE ToDAY! 

Network Connections of, uh... 


ULTRA GAME PLAYERS 
150 North Hill Drive • Brisbane, CA. 94005 
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COUGH IT UP 


Ha, ha, ha, ha... HACK, COUGH, 
WHEEZE. Sorry, | got some irony 
stuck in my throat. 

Josh Dunbar 

via E-mail 


BILL: Man, | hate it when that 
happens. You've got to cut back 
on the Alanis Morrisette. That 
really annoying woman’s gonna 
kill you... 


BAD SPoRT 


1 ат fairly new to your mag and 
have a few questions. First, I’d like 
to know why games stay relatively 
the same. You have baseball 
games, football games, racing, 
fighting, etc. The SNES must have 
had eight different football games. 
SO, why not rugby? It’s bloody 
enough to play on any system. Or 
how about volleyball with the ball 
from Phantasm? Also, when are 
they going to invent something 
that inflicts serious pain instead of 
a wussy Rumble Pak? And finally, 
are there any codes on Madden 
64 that have hidden teams? 

Steve 

Shallote, NC 


MIKE: | agree that games tend 
to be relatively similar. That’s 
mainly because developers are 
afraid to take a chance on some- 
thing new. It’s very costly to pro- 
duce a game that doesn’t sell 
well and, while you may be into a 
Rugby game, there aren’t very 
many people who would plop 
down $50 for a game about men 
wrestling around for an odd 
shaped football. As for your idea 
of ‘serious’ pain, just play 
Fantastic Four for a while. No 
need for a Rumble Pak, the pure 
mental anguish is plenty. And 
finally, yes there are codes for 
hidden teams, but I’m not telling! 
Nyah, nyah! 


Tugby game. 
He'll тен us all about it 
the minute he gets out 
of the hospital! | 


GET A ЗоВ/ 


About three days after | ordered a 
subscription for UGP, | lost my job 
and now I’m living with my grand- 
parents. I’m 21 years old. My 
dream is to own a videogame store 
so that | can rent, sell or trade any 
game and system | want. | haven't 
thought of a name yet, but | don’t 
have any money to start my busi- 
ness. Can you help me please?! 
Thomasa Hagg Jr. 

Libby, MT 


ЕКАНК: | hear that several South 
American nations will pay good 
money for internal organs, includ- 
ing kidneys, liver and eyeballs. if 
your spleen is in good condition, 
you might want to consider 
pawning that, too. 


Who says Rog doesn’t keep an eye 
out for the competition? Апт! 


REBEL YELL 


OK, wise guy, I’m really a spy in 
Canada from ARKANSAS! Didn’t 
you notice the bad spelling? We 
loathe those Yankee-ass Canadians 
and are preparing to invade with 
shotguns a'blazin'. Join the great 
redneck cause, Bill. PS. We do 
wear shoes and we don't marry 
our own relatives, except for Unkle 
Jim and Cousin/Aunt/Ma Joe-Beth, 
of course. 

James ‘one-tooth’ Shelley 

Holler, AK 


BILL: You know, it’s letters like 
this that make me feel safe from 
the Canadian Scourge. Just know- 
ing there are brave, not-too- 
bright, heavily inbred spies from 
Arkansas up in the Great White 
North is a big relief. Watch out 
though, James! | understand the 
Canucks have started a tooth 
counting policy, so keep your 
mouth shut, OK? And, uh... lose 
the banjo, too... 
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VIRGIN EARS 


| would like to know how to turn 
off the bad language in FF ИЛ. PS. 
If you don't find a way to turn off 
the bad language, | can't buy the 
game, so please find a way! 
Raymond Taylor 

Kountze, TX 


BILL: No problemo, Raymond! | 
know how language-sensitive 
you Texans can be, so ћеге'5 
what you do. First, stuff both 
ears with cotton. That should cut 
down on the spoken word. Next, 
cover both eyes with a healthy 
serving of duct tape. That should 
block out any written 
obscenities. Now you’re all set. 
Enjoy the game! 


HUNGRY? 


LASER BEES? What the hell is 
going on? 

Chris Sedgwick 
Charlottesville, NC 


КАЖ: Laser bees are the only 
thing more dangerous than 
flying-barking-bat-spiders. Did | 
mention that they taste really 
awful, too? 


Here's more proof that the laserbees 
are on the way. Oh, the horror! 


BLECHH/ 


Му story begins a long time ago in 
a cyst far, far away. | lived in that 
cyst for a long time until the 
sheep it was in was slaughtered 
and butchered into a bladder of 
haggis. | barely survived the 
experience of the digestive 
system, but | survived, and I'm in 
YOU, Frank... Now 1 suck the 
nutrients out of everything you 
eat! | have grown quite large and 
am still growing. Soon | shall 
spawn... You can’t stop me Frank! 
Bob the Tapeworm 

Flint, MI 


FRANK: Whatever, cyst-boy. | bet 
you think you're all gross, but 
then you haven't heard the story 
about Felix Puss-sucker, the 
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rectal boil-lancer of olde London 
towne. It goes like this... 


NICE SAVE 


1 have been using the Sony 
PlayStation system without any 
problems for over a year. Then, | 
recently acquired Final Fantasy VII 
and found out that | could not 
save it. To check for a system 
malfunction, | verified that my 
other games saved satisfactorily. 
A couple of days ago, | bought 
Final Fantasy Tactics and when | 
tried it, | found that, like Final 
Fantasy VII, it also would not save. 
Have you received any similar 
complaints about this glitch? Will 
you check with SquareSoft? They 
may have received reports on this 
problem. Your advice concerning. 
this will be appreciated. 

Luis E. Gelpi 

Orlando, FL 


Ha, ha! Luis can't save his Final 
Fantasy game. Get a clue, Luis! 


FRANCESCA: гт not sure 
what might be going on with 
your games, Luis. I’ve played 
through both Final Fantasy VII 
and Final Fantasy Tactics with no 
problems in saving. Nine out of 
ten times, problems like this 
have absolutely nothing to до 
with the game (since it's just a 
disc), but more along the lines of 
hardware or peripherals. My best 
advice would be to check which 
kind of memory card you are 
using. As far as 1 know, there is 
only one ‘licensed’ memory card 
for the PlayStation and it's made 
by Sony, themselves. All other 
memory cards haven't been 
approved and, while this may not 
affect their performance, some- 
times they won't be compatible 
with certain games or they can 
screw up your system, altogeth- 
er. 1 haven't heard of any other 
PS gamers out there with similar 
difficulties, but you may want to 
check with Sony's technical 
support department in order 10 
find out what the exact problem 
may be. 


ТИМЕ To CHANGE 


І have a few questions for you: 

1. What is with all the codes in 
videogames these days? | believe 
that a true gamer should not have 
to use codes to beat a game. If a 
game has a code in it, do you give 
it a point in extras for your 
reviews? 

2. What ever happened to the 
handheld gaming industry? All 
Nintendo did is change the color 
or its GameBoy, then they made it 
smaller and called it PocketBoy. 
Will handheld gaming ever 
change? 

3. Why do 1 always find Canadian 
coins in my change? 

Steven Kane 

La Mesa, CA 


ROGER: 1. гт with you, | hate 
using wussy codes to play a 
game, but hidden codes have 
become an expected component 
of games since the early days of 
videogaming. They don’t really 
effect the scores of our reviews 
by much, but they are considered 
in the ‘Extras’ category, especial- 
ly if they offer something beyond 
the usual ‘All Weapons’ and 
‘Invincibility’ modes. 

2. There’s been a lot of efforts to 
dethrone the Gameboy as the 
handheld king (ће. Game Gear, 
Game.com), but none have 
equaled the mighty Gameboy, 
which is still going strong. | think 
the Gameboy’s strong point has 
always been its size, which 
makes it the most portable of the 
handhelds. All of its competitors 
try adding features that make 
their units too bulky and dimin- 
ishes battery life. Besides, the 
Gameboy has Tetris which never 
grows old. 

3. The evil Canadians are always 
trying to devalue our monetary 
system and cripple our economy 
by infiltrating in their inferior 
brand of dollars and cents. Be 
warned, Canucks! UGP is on to 
you. 


We've just discovered even more 
shocking news, Steven! Look, on that 
Game Boy, just to the right of the D- 
pad... Isn't that a coin slot specially 
designed for Canadian quarters? Oh, 
the perfidy!!! 


TIETULIRH 


O'CONNOR 
Nigh is a good word. 
It reminds me a lot 
of the word ‘high’, 
as in ‘Art thou high?’ 


No, usually it’s your 
centers and line- 
backers who are 
nigh, | think... 


How the hell would ! 
know? Рт married, 
remember? Now 
move, so 1 

can vacuum... 


1 certainly hope so. 1 
could sure use a 
rest. We get to rest 
after the end, right? 


1 dunno... Maybe if 
one of those TV 
Psychics said it 
was... Then 1 could 
helieve it... 
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K, let's get a little down and dirty, 

shall we? This month, | wanna talk 
about one of the biggest scams ever 
perpetrated on the gaming public. I’m 
talking about this whole 'back story" 
racket. As far as | can tell, a back story 
is a line of BS that a game developer 
feeds you so that you'll forget all the 
mindless button mashing you have to 
do to finish the damn game. For exam- 
ple, let's look at Tekken 3. Someone 
sets up a tournament (because they 
were bored, | guess), but suddenly 
there's this mystic force that controls 
this one lady. It's from the Devil, but 
before anyone figures that out, another 
guy throws this Kazuya guy into a vol- 
cano. Then someone else takes over 
this huge corporation and starts 
making sprinkler systems, which 
would be OK, but all that stops 
when a garbled radio message 
comes in and kung fu guys start 
disappearing all over the world, 
which is not necessarily a bad 
thing. Then Jun's house burns 
down... None of this has anything 
to do with the fact that all you're 
doing the whole time is frantically 
mashing buttons, and hoping to 
beat your friend, who knows 
how to mash buttons just a bit 
faster than you. Just imagine 
how idiotic this would be if it 
applied to real life... 

Let's say it's your turn to 
take out the garbage. Sounds 
simple enough, right? WRONG! 
Because, way back in the past, 
your brother made a deal with the 
devil. Once a week he has to take your 
favorite game and see how long it 
retains its shape in the microwave. His 
evil pact with the Lord of Darkness has 
been thwarted up until now by the all 
powerful Momza, who has aligned her- 
self with the Power Suppliers, who 
don't like the smell of melting plastic. 
Momza however, has been thinking 
solely of the Celebration of the Twenty 
Years, which has been forgotten by 
Daddero for the fifth time. This so 
upsets Momza that a great battle 
breaks out between her and Daddero, 
which throws the whole land into tur- 
moil. Meanwhile, your sister has been 
on the phone for two hours. 


The Devil forces your brother to 
place your favorite game in the 
microwave and he turns it on, resulting 


The Jaded Gamer 


in a great stench. ‘What the hell is 


that?’ bellows Daddero, who forgets 
to duck just as Momza swings her 
rolling pin. He crashes 
unconscious to the 
floor, which causes 
Мотга to shriek ‘Look 
what you made me 
do!’ She then prepares 
to clobber your evil 
brother, but your sister, who’s been on 
the phone for three hours and hates 
you because you'd listen in on her 
phone calls says ‘It wasn't the Evil 
Brother who made the pact with the 
Devil who did it! It was the other 
brother, who listens in on my phone 
calls and 
forgets 
to take / Р LIKE A 
out BEER... HOLD 
the THE STORY... 


е Ф garbage, even though 
it's his turn!!! After a 
sound, but 
undeserved, 

thrashing, you take 
out the 
garbage. 
See what | mean 
about back stories? 


сж = 


In this screen shot, two ninjas decide 
who gets to take out the garbage... 


JADED GAMER... 


It seems that it’s always the 
Jaded Gamer's turn to take out 
the garbage, even though he’s 
spent hours teaching Genghis 
Khat to do it... 
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DoES IT MATTER? 


In issue number 94, they said in. 
Bug Too! that his bud, Superfly 
(the one with broccoli on his 
head), was a girl. | want to know 
the truth, is he or is he not a 
boy character? 

David Cung 

Garland, TX 


ROGER: The character in ques- 
tion was patterned after disco 
diva and talk show host RuPaul. 
As in real life, it is impossible to 
determine the sex of the charac- 
ter in question. 


Actually, David, we're not too con- 
cerned about Bug's sex. We're wor- 
ried about that damn yachting cap... 


TURK-KEYS 


Hello, beings of ULTRA GP. Me 
Turkish Guy In Finland! Print letter 
or suffer! Me and Turkish men go 
round, plotting world fame and 
fortune! We plan to take over 
ULTRA GP! Us Turkish men smart! 
HAH, HAH, HAH! Now for word 
from Habeevee: Resident Evil is 
cool, Turok. You ride around, but 
like in a movie. You get chased by 
a car out of runner and you have 
to runner! So print letter, or 
German Turks come get you! 
JADED GAMER FIRST TO GO! 
DyingJawa 

DyingJawa@aol.com 


BILL: Ooooh, now Рт scared! 
Hey Turk, you so smart, how 
come you no beat Greeks in 3000 
years? Hah, you just eat grape 
leaves and wear pointy shoes! 
Greeks invent democracy, Turks 
invent taffy. You figure it out. 


SIMPLY SHockinc/ 


Гат going to be moving overseas 
to a country whose power is rated 
at 220V, 5Ohertz. | have heard that 
electric clocks rated at 110V 
60hertz never keep accurate time 
due to the difference in cycle rate 
and, when returned to the U.S., 
never keep accurate time again! 
I'm concerned about taking my 
game systems to this country. | 
am prepared for some clock prob- 
lems on my racing games, which, 
for all practical purposes, will 
probably be unnoticeable. But will 
the change in hertz cause any 
permanent damage to my 
PlayStation and Saturn systems? 
Gamer in a Strange Land 

Ft. Meade, MD 


КАЖ: The frequency rate 
means that you won't be able to 
use PlayStation games at all 
(ones you buy new in that coun- 
try) and to play your US 
PlayStation, you'll have to use a 
device called a step-down trans- 
former. These gigantic buzzing 
monsters are not very good in 
terms of sensible solutions. Also, 
you need to check that the coun- 
try you're going to has NTSC as 
its television standard. Frankly, 
it’s easier to buy a new system 
when you get there. The only 
practical country, game-wise, 

is Japan. 


Ha! And all along you thought Bill was eating that cheese! This hat Is pretty 
cool, but you should really see his Swiss socks... 
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BARK LIKE А Рос! 


It’s me again! Here's my question: 
In issue #96, you said that Lara 
Croft could crawl іп ТВ 2. I’ve read 
through my instruction book two 
times. It says nothing about a 
crawl. But, it also says nothing 
about a handstand, but you can do 
it. How do you crawl? 

Joe Manley 

Indianapolis, Indiana 


ROGER: The crawling feature 
was something the developers 
were toying with, but never made 
the final game. Besides, Lara 
doesn’t crawl, she makes all you 
drooling, unworthy males crawl. 
Down on all fours, Pig-Dog! 


Hey, Joe, here’s a picture of Lara 
underwater. Don’t even start thinking 
any dirty thoughts, OK? 


/ 
Here's some gi 
Ed Tewasart of 
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Before he became 
our editor, Frank 
had hair and was 
a spy for Her 
Majesty, the 
Queen. Cool, huh? 


CLUELESS 


I was hoping you could answer 
some questions | have about 
GoldenEye 007. 

1. I’ve found Jaws, but where are 
Mayday, Baron Samedi and 
Oddjob? 

2. In the Dam, | walked down onto 
the middle pier and looked out 
across the lake. On the other side 
| saw another pier and a sniper 
tower, can | get there or not? 

Lee Fischer 

Ardrossan, Alberta, Canada 


MIKE: 1. They are in different 
parts of the game, but to truly 
get the most out of the game, | 
am suggesting you find them 
yourself. Too many gamers rely 
on cheat codes and help, thereby 
receiving no satisfaction from 
figuring out things for them- 
selves. Why did you buy the 
game if you want us to play it 
for you? 

2. Did you try to get there by 
yourself? Or did you just drop the 
controller and write us a letter? 
What happened to adventuring 
and thinking for yourself? This. 
whole trend of helpless gamers 
is starting to make me sick. 


PAPERPoY 


Quit stealing my newspaper, Bill!!! 
Matt Anderson 
Green Bay, WI 


BILL: Why the hell would | steal 
your newspaper? Half of the 
damn thing is cheese ads and 
the other half is full of apologies 
for the Super Bowl! You guys 
owe me five bucks! 


JAWS 


I just got a Game Shark and | 
started playing Bomberman 64. 
After | beat a stage with the chain 
that comes off, all the stages 
came back on. Does the Game 
Shark do something with the 
game’s memory? Also, | tried it on 
Mario 64 and my game froze. Is 
there something wrong with my 
Game Shark? 

Joseph Atkinson 

Fond du Lac, WI 


FRANCESCA: The Gameshark 
is a powerful and mysterious 
thing, Joseph. Not only does it 
work by interpreting and tweak- 
ing program codes while the sys- 
tem is reading information from 
game, but there are also tons of 
other factors that may cause 
your game to crash or freeze. 
What you may want to do is 
check http://www.gameshark 
.com/ for codes from now on, 
since the ones posted there have 
been fully tested and approved 
for use with the Gameshark by 
Interact, themselves. 
Unauthorized Gameshark codes 
may also work, but there’s less 
of a guarantee for them to work 
consistently and without the odd 
side effect. This is a peripheral 
that alters programming codes 
AS they are being loaded into the 
system, after all. Some snags are 
certain to surface with this kind 
of freedom. But if you continue to 
have problems, | would suggest 
contacting Interact to find out 
what may be exactly happening 
with your Gameshark. 


In this rare picture, the Gameshark 
appears to be eating its own tail. | 
guess it’s all El Nino’s fault... 


Game Ideas 


UNBELIEVABLE! 
Lets Read A Book is a innovative game 
where you read books. You have to 

deal with the problems of losing your 
page, paper cuts, and spilling your 

warm buttermilk on your book. Lets Read 
A Book will have ten action packed 
‘chapters’ in each level. 
edf@insolwwb.net 


BILL: Way to go, guy! I’ve personally 
played this game a lot and I’ve always 
found it to be big time fun. One question, 
though: does spilling warm buttermilk on 
your lap increase the satisfaction at all? | 
wasn’t aware of that particular code. 


ORING! 
Му game Idea is called BORED! All you do 
in this game is sit on a couch in a dirty 
T-shirt watching re-runs of / Love Lucy on 
а black and white tv with no real life, just 
Sitting THERE ALL DAY AND NIGHT AND 
DAY AND NIGHT WATCHING STUPID 
RE-RUNS OF A SHOW THAT NO ONE 
REALLY UNDERSTANDS... JUST SITTING 
THERE!!!! JUST LIKE MY STUPID DULL 
LIFE, SITTNG IN FRONT OF MY DULL 
COMPUTER EVERY DAY AND NIGHT 
SENDING YOU MAIL THAT NEVER, AND 1 
MEAN NEVER, GETS PRINTED!! 
imtommy@concentric.net 


BILL: Geez, Tommy, chill out, OK? I think | 
sense just a little frustration in your game 
idea. Maybe I can help... You see, / Love 
Lucy is the story of a wacky American red- 
head who's married to a Cuban band 
leader. They live in an apartment in New 
York City that is owned by their meddling, 
but lovable, neighbors, Fred and Ethel. The 
comedy comes in when Lucy tries to use 
one of her wacky schemes to get into 
show business. Got a handle on it now? 1 
hope so. By the way, check out this song 
they do on the show all the time. It's called 
'Babaloo' and features some real down- 
home conga drumming. You'll dig it! 


WHACKED! 

My game is called Sit and Stare. Coming 
soon! Sit and Stare Il: At The Wall 
Howard ‘Huh?’ Patty 

Via E-mail 


BILL: what can | say, Howard, except 
that you’re the winner this month! It’s not 
often that | see a game idea whose purity 
and ingenuity redefines what videogames 
are all about: FUN! І don’t know how many 
times I’ve seen Genghis play this game, 
not to mention all those big time gamers 
that live in the Slow Folks Home across 
the street. Hell, they even have a special 
short, yellow bus that comes and takes 
them to Sit and Stare tournaments! Geez, 
some folks have all the luck... 
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“ I'm stuck оп Claire's game in 
RESIDENT EVIL 2!!! | think that I’m 
missing a gem and half of the Jaguar 
Stone. | can see an uncharted area in 
the sewer, but | can't see how to get 


there. Is there something | can do with 


the ventilation shaft? Please help!! 
-Luke Simpson via email 


k Luke, what you need is the second 
red gem as well as the second half of 


the Jaguar Stone. If you're playing 


through as Claire, make sure you have 
the Lighter from the second story save 


room (on the opposite side of the hall 
as the Library) and use it on the fire- 


place in the Briefing Room on the first 
floor. You should be able to grab a Red 
Gem from the painting above the fire- 


place once it's lit. If you already have 
that gem, then the other Red Gem is 
sitting on top of the statue near the 
West Staircase. You need to push the 
statues on either side of the center 
statue holding the gem so that the 
two statues are facing each 

other from the side walls. If 

that doesn't make any sense, 

then look for the square 

floor plates along the side 

walls. Move a statue on top 

of it and it'll click into place, 

so make sure you're placing 

the two statues so that 

they're facing one another and 

the gem will drop so you can pick 

it up. To get the second half of the 
Jaguar Stone, you need to have both 
red gems, then douse the helicopter 


fire by using the Valve Wheel from the 


back courtyard. Return to the second 
floor hall with the helicopter fire and 
it'll be out. Squeeze by the copter to 
the room on the far end of the hall. 
Inside you'll need to use the gems on 
the small busts on either side of the 
large statue in order to fetch the last 
piece of the Jaguar Stone! 


“ Fran, | need some serious help on 


FINAL FANTASY TACTICS. In your РЕ 
Tactics Strategy Guide, it says that to 


make a Ninja, you need a job level 
three Archer, a job level four Thief, and 


a job level two Geomancer. Well, I've 
got a job level 4 Geomancer, a job 
level 6 thief, and a job 
level 8 Archer... BUT 
THERE ARE NO NIN- 
JAS!!!!! | want a Ninja! 


-Yodaperson via email 


AS Good question! What 
| think you may be doing is missing 
one key element... the job require- 
ments must be all met by the same 
character. Yikes! | know that it was- 
n't specified in the guide, but in 
order to unlock some of the stranger 
jobs in FF Tactics, you'll need to build 
up each character in order to access 
the jobs for that character. So, even 
if you have a level three Archer 
named Chris, then a level four Thief 
named George, and a level two 
Geomancer named Bob — it won't 
help at all, unfortunately. All those 
requirements must be completed by 
ONE person. Therefore, for example, 
the character Chris must have at 
least level three as an Archer, level 
four as a Thief and level two as a 
Geomancer before he (and only he) 
can access the Ninja job. It’s tough, 
but it’s doable, especially once you 
start building up more levels 
throughout the game. Good luck! 


= 


Yo, Luke, here's a picture of a mutant 
for you. Hope this helps... 


get problems? 


Are you having a tough time with 
a game? Well, why not ask Fran? 
Send it to the usual address, c/o 
Help me, Fran! 
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CHEAP THRILLS 


When | was reading the letters 
Section in your mag, | ran across 
the one Lara Croft sent in. Hey 
Mike, does your wife or girlfriend 
get jealous of Lara? You might 
want to watch out; she does have 
skills, and big guns (amongst other 
big things). Good thing Tomb 
Raider 2 isn't on the 64 and com- 
patible with the Rumble Pak or 
Mike would be a naughty boy! 
Sparky 

Columbus, ОН 


MIKE: When you say ‘she’ do you 
mean my girlfriend or Lara Croft? 
Your ambiguous pronoun has left 
me no choice, but to take a little 
trip to Columbus and pimp-slap 
you for talking about my bird. And 
no, my girl isn’t jealous of Lara 
Croft. In fact, we often lay a blan- 
ket on the floor and both take 
turns on Lara. 


Here’s Mike and his girlfriend, Laurie. 
Say, she does kinda look like Lara 
Croft, doesn’t she... 


WE'RE NORMAL... 


My question is, who are all these 
crazies that write into you? Is this 
just normal for a magazine, or are 
you the only ones that print them? 
Judging by your responses, you 
seriously encourage this. Why, you 
could even start your own support 
column for the ‘lost ones’! One 
last thing. I’ve noticed your issue 
# has passed the 100 mark. 
How’d you guys survive for so 
long? PS. I've noticed your 
address is the same as Next 
Generation magazine. No, | don’t 
want you to contact them about 
me, OK? 

Mike Hunt 

Detroit, М! 


ROGER: Those ‘crazies’ are our 
readers, and yes, we are afraid of 
them, although we prefer to think 
of them as insane in the sense 
that such great minds as 
Socrates, Columbus, and Galileo 
were considered crazy in their 
time. Seriously though, I’m sure 
all magazines get a few wacko 
letters like we do, but | must say 
our readers are in class of their 
own. And yes, we probably do 


encourage them because we’re 
as deranged as they are. As for 
being past a hundred issues, 
thanks for jinxing us. The end is 
nigh! We’re doomed! Well, at 
least Next Gen will still be here at 
the same address, so keep send- 
ing those insane letters and we'll 
forward them. 


GONE SOUTH 


Hello, | enjoy your funniness! На, 
ha, ha, һа!!! | enjoyed the Jaded 
Gamer this month. I'm from the 
South and | know all about knock- 
ing the boohonky and peedoodle 
out of doggie nogs with salami. 
But what would happen if you 
popped a doogie in the head with 
a Pickled Nut-covered Cheese 
Wedge? Can | have five dollars? Is 
Santa gonna bring me powders? 
Thank you fer answering me 
questions. 

Mr. Tutmon Phattylog 
Hexfield@aol.com 


BILL: Well, Tut, | didn't under- 
stand a damn thing you said in 
the first part of your letter, but 1 
think | can figure out what you’re 
saying in the second, so here 
goes. Sure, you can have five 
dollars. In America, anyone can 
have five dollars and it really 
doesn’t matter how you get it, as 
long as you don’t get caught. 
You've chosen to beg for five dol- 
lars, which isn't one of the more 
favored methods of obtaining 
money, mainly because most 
people will say ‘No’, just like I’m 
about to. Uh... no. As far as the 
powders go, | think you've 
already had your limit of those 
based on the first part of your 
letter. Again... no... 


GET OVER Т! 


Bill, how could you ask for Dustin 

Emery's turtle shell at a time like 

that? It's DEAD! Poor guy forgot to 
read the box, OK? Otherwise, your 
mag is great. 

J. Stec 

White Haven, PA 


BILL: Geez, J, gimme a break! | 
can’t help it if the guy’s turtle 
croaked! All | wanted was a real- 
ly nice tortoise shell ashtray for 
the game room. Maybe i could 
have done something cool with 
the feet, too. How does a four 
legged beer coaster sound? 
Yeah... | agree... that might be a 
bit too cool... 
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OK, Heather, quit yer whining! Just cut this picture out 
and put it on your wall, then everyday can һе FFVII day! 


SHE'S A FREAK! 


I'm an RPG freak. | have FF Vif and 
I'm at the end boss (Sephiroth). | 
can’t beat the damn guy! | need to 
know how Adrienne could have 
beaten him! Another question | 
want to ask is about RPGs that 
take place in the middle ages or 
have middle age weapons in them 
(like FF ИІ). Are there any other 
games like that besides FF ИЛ, 
Vandel Hearts, War Hammer and 
Castlevania? RPGs like that are 
hard to find around where | live. 
Heather Holeman 

Seneca Falls, NY 


XRANCESCA: гт not exactly 
sure how Adrienne beat 
Sephiroth (soundly with a large 
bat, | hope), but a few things you 
can do in order to make your 
fight a little easier are to not only 
build up your character's levels, 
but you'll also want to be pack- 
ing things like Level Four Limit 
Breaks, summon spells that hit 
more than once during a turn, 
and other helpful things like 
Ribbons and anti-status acces- 
sories, It’s best to have orbs like 
Final Attack, Phoenix, Knights of 
the Round, etc. but it's not 
absolutely necessary if you plan 
your attacks, have high enough 
levels and anticipate Sephiroth's 
next move, effectively. As for 
other RPGs, you definitely want 
to check out Wild Arms, Breath 
of Fire ІІ, Alundra, Final Fantasy 
Tactics and Suikoden. f you have 
problems finding any of these 
games, you may want to check 
out mail order options like ones 
available online or from adverts 
in the back of game magazines. 
With all of those games to play, 
you won't have to deal with other 
people's sucky game tastes for 
quite awhile. 
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BiMBo PowER 


I am a big fan of the Spice Girls 
and | heard that there will be a 
game for the PlayStation about 
them called Spice World, like the 
movie. Is this true? If so, do you 
have any screen shots or info on 
it? Also, please include a release 
date. Thanks. 

Tony Homolka 

Edmonton, Alberta 


SRAM: There is a Spice World 
game, currently available in the 
UK, and possibly coming to the 
US, although at time of going to 
press, Sony's PR supremo, also 
known as 'Molly Spice' was 
unavailable to confirm or deny. 
Rest assured that it's a Spice- 
tastic, shagadelic music-fest, 
baby. 


cloning the 
Spice Girls. 


Here's Roger, Mike and Fran as the 
Spice Girls. Luckily, Frank and Bill 
Spice can't be seen in this pic! 


HE'S CRACKED 


Hey Bill, if Jimmy cracks corn, and 
nobody cares, then why the hell 
does he keep doing it?? 

Walter Dubois 

Lancaster, NY 


BILL: Well, Walter, he does it 
because the Massa’s gone away. 
If he ever comes back, Jimmy 
could be in big trouble! 


THE NEXT Bic THING 


> What's all this | keep hearing 
y about a new Playstation coming 
^ out? A PlayStation 64? Don't get 
me wrong, | welcome a new sys- 
tem and all, but come on. Sony is 
already winning the race of 
videogame consoles. What more до 
they want; to completely destroy all 
competition? If these rumors are 
true, when can | expect a release 
date? Will they continue to use CD's 
or resort to cartridges the same as 
Nintendo? And, how will Sony be 
able to maintain such a technologi- 
cal standard that we all hope they 
are capable of for a 64 bit system? 
Matt McHan 
Citrus Heights, CA 


MIKE: Sony is constantly testing 
the newest technology and they 
will undoubtedly unveil a 
PlayStation 2 at some point. 
However, since they are in such a 
good position currently, it wouldn’t 
make any sense for them to launch 
anew system until at least 1999. It 
is going to be CD-based and 
should easily surpass anything 
currently on the market. There is 
also talk that the system is going 
to be able to hook up to the 
internet and even play DVD. For 
now these are just rumors, but 
expect more information as the 
months go by. 


MAJOR wto? 


І really enjoyed playing RE 2. | was 
wondering if there are any plans for 
another installment such as RE 3. 
Also, | noticed the voice for Claire 
Redfield is none other that Alyson 
Court, who plays Lunette the Clown 
in the childrens’ show The Big 
Comfy Couch. Do you think Major 
Bedhead will show up іп RE 3? 
Tony Denenberger 

Columbia, MD 


FRANCESCA: Apparently you and 
around one and a half million other 
gamers enjoyed REZ, Tony. The 
game has gone on to break Final 
Fantasy VII's previous sales record. 
With that kind of success you can 
bet that there’s going to be another 
installment in the series. We’re 
looking forward to seeing how 
Leon and Claire fare in Europe, and 
we’re also excited about all the 
bad Euro-accents that are sure to 
pop up. But, like you, | was sur- 
prised to find out that Alyson Court 
did the voice for Claire, as well. 
She's also done the voices for 
Jubilee in the X-Men cartoon and 
Lydia in Beetlejuice cartoon. There 
may he quality voice acting in 
games yet! As for Major Bedhead... 
uh... who's he? 


ҒАМ SITE ot 
THE MonTH 


Link’s Shadow 
http://www.gamecentral. 
simplenet.com/shadow 


Zelda fans will undoubtedly find much 
solace in the multimedia and informative 
text of Link’s Shadow. Completely dedicated 
to the tights-wearing elf, Link’s Shadow 
packs in tons of downloadable images, 
sounds, and movies to peruse, while provid- 
ing loads of collected news and gossip con- 
cerning Link and his gaming lineage. Easy 
to navigate and well designed, Link’s 
Shadow makes sure to canvas all of the 
best videogame sites on the net to gather 
any news or information and post it onto 
their page with complete set of links to get 
you to the original site. Zelda 64 may be a 
long time in coming, but with all of the 
game-related goodies and news available 
on Link’s Shadow, fans should definitely find 
what they need to know. 


Screen shots 
on the site 
make for a 
gorgeous 
presentation 
‘sure to please 
Zelda fans. 


Need to keep 
up on the lat- 
est about 
Zelda? Look no 
further. 


Visitors are 
welcome to 
contribute 
their art, 
fanfics, and 
anything else 
Link-related. 


The big perk of 4 
visiting the 

Site is to һе 

able to down- 
load your 
favorite Link 
character art! 


SURTED ANY Соор 
WEBSITES LATELY? 


Drop us an e-mail with the URL. If 
we feel that it goes above and 
beyond the call of duty, we'll fea- 
ture the page in a future issue! 
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SPORTSLINE 


SPORTSLINE 


ООС 200 


OO 


his month I get to show- 
case a wide variety of 
new sports games. 
Baseball is fast approach- В А 5 E ве Т, П, 
ing and the first finished дате is 
in for review. І also get a chance 
to start playing the early version 


of VR Baseball “99. Then it's over 
to the ice for the first ‘real’ hockey 


game on the N64. And finally, МВА Е Ў (Со 575. вата PC 
Shootout “98 is done, but how É = 
does it play? ы А " DIG ИЕ на) ( © PUB. INTERPLAY 
Enjoy this month of pre- м . GE OCC CEN 
views and reviews and come back T um и: а 
next month for a special sports + — тм. Се мем OOO OOO 
section which is going to look at 
the past, present, and future of all 


sports games. 1 am going to grade 
each sport and present ideas that 


Something that I couldn't take a screen shot of in last 
year's game is the bat hitting the ball. 


i Я ell, VR Baseball finally released after two years іп develop- 
ае long overdue. A combination ment, but the end result was a game that didn't look or 
of comments from you and my play as good as the competition. Now with another year 
own thoughts are going to be put of development and a new engine, Interplay is ready for 

in the spotlight and hopefully, VR Baseball '99. 


sports developers will listen up F е paranes for Ше year че ТӨНЕ шр ame 
rate, new animations, and smoother ројудо А 
and take notes. r polygon players. Another 


issue addressed is a brand new palette of colors and totally 
redone stadiums. Even though the game is only 7596 complete, it 
оке 5 йй already blows away last year's game. The most significant differ- 
MSalmon@gameplayers.com ence is in the speed of play and control. Unlike many 
other PlayStation baseball games, VR Baseball ‘99 
plays at a rapid pace and gives players great control 
on defense. Tracking down a fly ball isn’t guesswork 
like in Triple Play, mainly because of the smooth- 
moving fielders. The camera work and ball physics in 
VR 99 аге also top-notch. When tracking down a long 
drive, the camera is pulled away so you can effec- 
tively chase the ball, but once it’s caught, the camera 
The new colors and Пеш swings seamlessly behind the fielder, so you can see 
textures provide a where the runners are and make a play. 
rich playing The presentation and graphics still can’t compare 
to EA’s Triple Play, but if more work 
is done, then this could be the year 
VR Sports gets it right. 


The camera tends to 

put the player ina 
great position for 
making the plays. 


E а „11 Ж 3 
Once the ball is caught, it swings The game moves at a fast pace, The ball physics are exceptional and the 
behind the player for a view of but the overall presentation and look variety of hits is better than any game 
the baserunners. can't compete with Triple Play “99. I've seen. 
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SPORTSLINE 


TRIPLE/PLAYGSS) 


Improving, but still no World Series 


his is the third year EA has put out 
Triple Play on the PlayStation and 
each year the game has improved 
by leaps and bounds. However, 
some of the problems that plagued 
earlier versions are still apparent. 
The polygonal engine of ‘98 returns, 
but much work has been done to make the 
players look and move more realistically. The 
chunky shoulders and stiff motions have been 
replaced with smooth, detailed players 
and crisp animation. Loads of new 
animations were added and 
they actually enhance the 
gameplay. Now players can 
throw across their body, on 
the run, and even from 
their knees. All of these 
new animations alter the 
way you play the game 
because the player has to 
choose whether to risk a wild 
throw by gunning on the run. 
The pitcher/batter 
interface is simplistic, but easy to 
use. The pitcher just picks a pitch 
and a location and then moves it 
around with aftertouch. Meanwhile, the one used in World 
batter just has to time the swing and pick the Series. 
direction they want to hit the ball. The system The main prob- 
is intuitive, unrealistic, and nowhere near as lem with Triple Play ‘99 and this series is the 
abysmal control of the fielders 
and baserunners. Often the 
computer gives you control of 
the wrong player on defense and 
moving the players is tricky, to 
say the least. Way too often, 
simple pop-ups drop in for x 
singles just because of the Career mode allows players 
control problems. to manage a franchise 
Triple Play is a decent baseball through multiple seasons. 
game that has more options, 
features, extras, and presenta- 
tion than any other game on the 
market, but the confusing and 
irritating control, combined with 
the simplistic pitcher/batter 
showdown keep this from being 
in the same league as the 


“ il j These blue screens with 
1 Other animations, like turning the double play, are nice additions. 2 Close plays dureh d 58 A ch lots of words on them pop 


at the bases now require a tag out, making sliding into the bases a real advantage. up from time to time for no 
3 Control of the fielders is miserable. 4 The dynamic camera cuts seamlessly dur- — Чатеоп _ apparent reason. 
ing gameplay for a exciting visual appearance and an effective view for play. the PlayStation. 


The improved graphics are certainly 
nice to look at, but the simplistic bat- 
ting is a bit disappointing. 


Throwing across 
the body allows 
for a quick, but 
weaker, throw. 


effective as the 


Presentation is something 
EA does better than any- 
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DXERIEBRISDARGUAPTLTIS 


Another hoops title that comes up short ООС ОО 


or the first time in the МВА Shootout 
series, the developers in San Diego 
got a chance to create the game. 


PET eran 


However, much of the old engine 
е PLAYSTATION ) is still in place and so are many of 
the problems. 
ә РІВ. Sow Сивла г.) Of all the sports games on the 
ә Sony INTERACTIVE ) PlayStation (ог апу system for that matter), bas- 
ketball is the farthest from the actual sport. 
e 545,38 ) Even the best hoops games feature illogical Al, 
weak play mechanics, and barely a 
touch of realism. Since the jump to 
32-bit, all the games have 
added extra moves like fade- 
The same camera angles as last year 


aways, behind the back 
dribbles, and a variety of 
motion-captured dunks. 
However, the play in these 
games is no better than the 
Lakers vs. Celtics on the 
Genesis. NBA Shootout ‘98 
is no different. The polygon 
players move fluidly up and 
down the court with some of the 
best animations I’ve seen, but 
looks aren’t everything. 
The same camera angles as ‘97 are in 
place and once again, there isn’t one going on across 
camera angle that gives the ideal view. The court. The total con- Дора. шн here 
one-player camera is the best, but the players trol dunks, icon-passing, replays to enjoy. 


are too small and you can barely see what's miniature playbook, and new moves add more 
variety to the game, but in the 


end, the game lacks excitement, 
balance, and can be downright 
frustrating. The worst part of 
Shootout '98 is the rebounding. 
When the ball comes off the rim, 
it magically appears in a player's LUN 
hand. Position and timing of the is is one of the milder 
jump have no say in who gets dunks you can pull off and it 
the rebound. The computer diffi- still has plenty of flash. 
culty goes from really easy to 
nearly impossible and even 
blocking 50 shots a game isn’t 
enough. 

Despite my personal dislike 
for many of the elements in Live 
‘98, | must admit that it is still 

the best basketball game on the Он Ше БАП 
market, but that’s not saying 
way up there and now they 
much. have to wait for Dad to come 
home and get it down. 


return, often leaving the action in the 
distance and muddled. 


n 


XE. 5, 

1 The mysterious rebounding relies on pure luck. 2 The jump shot 
stili doesn't feel right. 3 Behind the back dribbles look great, but whenever they 
are pulled off, steals tend to happen. 4 Having a pump-fake on a different button 

doesn't make any sense, nor does pump-faking a shot not facing the hoop. 
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PETLEHIJHCOBSEN,5 
IDIEEIGOUEI 


Н fresh alternative for the PC 


ne area of sports games dominated by 
the PC is golf. With exceptional simu- 
lations, like Links LS and Jack 
Nicklaus 5, the PC is already loaded 


@ SYS. РС ) with golf games. However, Golden 
Tee uses an innovative trackswing tech- 
е пр пкешас Тен) nology to create а golf game that is easy to 
© DEV. INCREDIBLE TECH. ) play, fun, and challenging to truly master. 


The game is based on the arcade 
© М.5.К.Р. $75.99 ) hit which ranked in the top five most-played 
arcade games for nearly two years. 
ft The key to the arcade version was 
the innovative use of a track- 
ball for swinging. The f 
developers at Incredible 1 The three fictional courses certainly 
Technologies have man- aren't short on hazards. 
aged to successfully 
translate the track-ball 


Swing into a mouse-swing Until you figure 
for the PC. Surprisingly, the out the touch on 
mouse is very effective and ore and putts, 
- you'll see 
the game manages to retain loads of tess 


the same playability and fun 
that made the arcade game 
such a success. 
The game features the 
same three fictional courses (Pine 
Creek, Red Sands, and Royal Oak) of the 
arcade and the challenge of the courses is pull off amazing 
extreme. The mouse-pad that comes with the hooks and slices, which 
game provides a quick reference for how to are the only way to get around on some of these 
impossible holes. 
The lack of a serious one- 
player game and the depth of 
other golf games can be easily 
overlooked due to the speed of 
play, user control, and great 
multi-player options. This isn't a 2. - 
golf game for serious golf fanat- Club selection and shot 
ics, but for playing a quick game Pre лы dei цака 
of skins against a buddy, there iron to fight the wind. 
isn't anything better. 
Of course, you could go 
outside, rent some clubs, and 
get some exercise chasing that 
little white ball all over the 
course, but why bother? People 
would just think you're a stuck 
up yuppie. 


animations. 


Getting the touch for 
putting is crucial. 


Nice shot! Now it's time to 

hit the clubhouse and have 
a few drinks with the judge 
and the brain surgeon... 


1 Strong winds that vary make the course completely different each time you play. 


2 Effects like divots and ball marks are nice graphical touches. 3 A forgiving cup 
makes it possible for some incredible shots. 4 When you get a hold of a tee shot, 
it’s just a joy to watch it soar down the fairway. 


AUDIO & VIDEO GAMEPLAY SPECIAL 


GRAPHICS 4 BALANCE 10 INNOVATION 9 
SOUND EFFECTS Ж ЂЕРТН ч EXTRAS 5 | |j 
MUSIC b INTERACTION ? PRESENTATION ? 
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SPORTSLINE 


Acclaim takes over N64 sport 


cclaim sports is suddenly rejuvenated 
on the Nintendo 64. First, they took 
out Madden with QBC 64. Now they 
are preparing to take over hockey, 


© SYS. NINTENDO b4 ) baseball, and basketball, as well. 
The first of these to get finished up is 
е Ралан) NHL Breakaway ‘98, which is the first real 
@ DEV. IGUANA West ) hockey simulation on the N64. 
Gretzky and its many incarnations is 
© М.5.К.Р. $65.99 ) а fast-paced arcade hockey experience, but 


playing through a season is meaning- 
less and little fun. This is where 
Breakaway steps in with realis- 
tic team uniforms, player 
ratings, stat-tracking, and a 
full GM feature as well. On 
the PlayStation, Breakaway 
was up against serious 
competition and couldn't 


The slightly blurred graphics 
aren't unbelievable, but they are 
definitely passable. 


The goalie anima- 


deliver the same type of tions are 
experience as NHL '98. excellent and a 
However, on the N64, there wide variety 
x e t keeps it inter- 
is no competition and egies sx vei. 


Breakaway has emerged as the 
clear cut winner. 

Some complaints about 
the PlayStation were fixed for the N64. 
Most importantly, the developers slowed ratings, and in- 

down the pace of the game and refined a depth strategies of and pick up free agents 
couple of cameras. The result is a game that is Breakaway make it far adds to the replay. 
imminently more playable. The momentum- and away the best hockey game on the N64. 
The developers weren't 
able to institute Iguana's new 3D 
sports engine (All-Star Baseball 
will be the first) and therefore 
couldn't manage to get the high- 
resolution graphics they wanted. 
The result is a game that's a bit 
blurry at times and overall not a Hot streaks being 
great looking game. However, announced before games is 
the game is in medium-res and a feature I miss. 
its graphics are solid enough to 
make this a good purchase for 
any hockey fan with an N64. 


based checks, 
detailed player 


Injured Lest 


Will the conspiracy never 
1 Earning points for breakaways is an interesting way of improving your team. cease? Here’s another 

2 They tried to put together a presentation package like NHL ‘98, but just didn’t get hockey game with ice! The 

it right. 3 icon passing Is an excellent way to set up plays. 4 Detailed uniform tex- horror, the horror!!! 

tures with proper colors and logos sets this apart from the generic Gretzky. 


AUDIO & VIDEO GAMEPLAY SPECIAL 


GRAPHICS BALANCE ? INNOVATION 
SOUND EFFECTS T DEPTH 8 EXTRAS " 
MUSIC 2 INTERACTION 10 PRESENTATION ? 
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Look No Further! 
The Ultimate Tekken 
ЈЕ З Strategy Guide is 

b Coming Your Way! 


CHARACT 
PROFILES" 


DETAILER SPECIAL 
STORYLINES SPECIA 


FREE 

0% 
ста! 01805 POSTER IN-DEPTH RENDERED 
с N TRAINING ARTWORK 


«09 


Ви Оп Sale Everywhere 
namco mpm April 28th 


strategy guides With a passion... 


. TEKKEN 3 ™ & © 1994 1995 1996 1998 NAMCO LTD., ALL RIGHTS RESERVED 
| LoGgo™ ©. pu ‘SONY COMPUTER ENTERTAINMENT ша ALL RIGHTS RESERVED. 


RESIDENT EVIL 2 UPDATE АН веж scree 


вел 


ТЕЛ PlayStation Мад y Station Мада 7i; а 


Offer good in US only. Annual cover 


price is $59.88. Canada US$26, includes 
GST. Foreign US$36. Prepaid in US funds only. 
Е L m ag X L Please allow 6-8 weeks for delivery of first issue. 


to receive a issue of PSM - 100% Independent PlayStation Magazine 
at no risk. If you're pleased with what you see, we'll send you 11 more issues 
(12 in all) for only $12 - 83% off the cover price! 


pwsi HEH’ рер" pep” 
опи PELE иом’ ц,г bsApsck 
шега мрг HICK 9062 SY див [WE 
тиви 29А „Ор LUI шомв гпскед 
bICK {ив 0зшв Of SUA Шоле 900 


(nu; BICK,2 doge 06 
6 01 рпшој 20 161,2 

Едуос 46,2 s bref cooj апл’ мі 
qous РА шек esucpes' OML prec 
Apte шошу,г 100 jeu цар маг 


150 North Hill Drive 
Brisbane, CA 94005 


Be careful what you play with... 


eing the hard core 
% video game players 

we are, we're often 
injured in the line of duty 
- bringing you the latest 
and greatest video game 
reviews. 


Bill - Very few people realize 
that Bill Donohue is only 19 
years old. He looks the way he 
does from playing too many 
video games, mostly flight simu- 
lators and ‘games with tanks in 
‘em’. Although still ruggedly 
handsome, the ravages of time 


spent in a dark, noise-filled 
room are readily apparent. Only 
months in a Swedish spa can 
revive him yearly. 


Mike - Mike suffers piercing 
headaches because he wears 
headphones while using his PC, 
and has no clue where the vol- 
ume control is. When ques- 
tioned about his problem, he 
replied, ‘Wha...?’ 


Fran - Has a variation of tennis 
elbow, known as Roger Elbow. 
This comes from viciously 


RICK’S TOP TEN! 


10. Control Pad Grip - You 
strain for hours moving 
some videogame character 
through mind warping 
challenges and come away 
with your hands contorted 
into immobile claws. 


9, Aneurisms - You've tried 
and tried to beat the boss, 
but no matter how many 
times you you go up against 
him, you fail, until finally — 
your brain explodes. 


8. Bleeding Eyes - It turns 


out your mother was right 
and sitting too close to the 
TV IS bad for you... 


7. Leg atrophy - Gamers 
spend so much time sitting 
down playing games that the 
muscles in the legs wither 
and die like that skinny guy 
in ‘Seven.’ 


6. Pale skin - Hours away 
from the sun, venturing out 
only for junk food, leaves the 
skin pale and thin, giving 
gamers a vampiric look 


elbowing Roger in the spleen 
when he talks about his visits to 
Hooters restaurant. 


Frank - His god-like status as 
the master Tekken player 
means that he suffers from XO 
syndrome. XO syndrome is 
caused by constantly using 
cheap throws and cheap wine. 


Roger - Roger has Hooter-itis. 
Nothing to do with games, but 
an amusing malady nonethe- 
less. Hooter-itis is a bizarre 
swelling of the eyeballs caused 


by reflectivity from globe- 
shaped objects. It’s kinda like 
staring into the sun, but pinker 
and not quite so dangerous, 
unless his wife finds out that is. 


Screaming Crayons - The art 
staff has no injuries, since they 
don’t play many games, but they 
do have the most expensive 
ergonomic equipmewnt known 
to man. Debbie, for example, 
uses a patented crayon-rest, to 
prop up her brightly colored 
drawing implements. This 
allows her to draw stuff. 


OR, MAN, ARE YOU EVER GONNA LOOK FUNNY 
IN THE OLD FOLK'S HOME! 


(which they kind of like... ). 


5. Dislocated Neck ~ During 
tense play, gamers strain 
their necks and heads for- 
ward, because it just might 
make the difference, and end 
up looking like a shrunken 
old lady. 


4. VideoGame Face - Another 
thing your mom was right 
about. If you make a face, it 
might stick that way, and 
that constipated gaming look 
you get is here to stay. 


3. Halitosis - АН you do is 
play games, so you don't 
have a girlfriend or a reason 
to brush your teeth. Besides, 
foul breath can be used to 
intimidate your opponents! 


2. Impaired Speech - Those 
crappy Japanese RPG trans- 
lations you leave talk like 
foreign gaijin. 


1. Hairy Palms - Oh, wait... 
You don't get that from 
playing games... 


та; "E VZS ANOTHER EVENT FILLED DAY FOR THE HARD 
WORKING... ERR... EXHAUSTED FROM THEIR RELENT- 
SS IIWESTIGATION OF COCONUT MONKEY, THE 
жер WORKING UGP CREW TAKES A MOMENT 72 
RECHARGE THEIR BATTERIES. BUT THEIR 
= J RESPITE 15 SHORT LWED AS A SUR- 
PRISE GUEST CROPS BY FOR A VISIT! 


NUT MONKEY 


QUE! 
CIE РАНИЈА 


vow мо! THE | 

Йреғарер DREAM 
TEAM OF evi HAS | 
ACCOMPAMED 
THEIR MASTER! 


YOU - 
DIDN'T THINK WE 
MADE IT ON TALENT, 

DID You? 2 


BUT WHERE 75 OUR EVER VIGILA, 
ERO? ү 


C'MON 
ROG, TURN INTO 
BARF LAD! saanane 
CANMT 
MKE! FOR THE LAST TIME, ГМ 
NOT BARF LAD! WHY DON'T YOU CALL 
SUPER BUDOY AND LEWE ME 
ALONE? /? - 


22 


ШІ 


7 


1 ее алты 4ң 2 ы | E ат ш. _ L E = i 
CESPERATE, MKE RESORTES 70 THE SUPER SPEW WORKS! THE CREAM TEAM 
NUDE PHOTO OF ВЛЕЕ 70 INDUCE (5 DESTROYED, BUT CM. MAKES A STARTLING 
“BARE CD'S" HELP! TRANSFORMATION FOR ONE LAST SHOWDOWN! 


а BLY EXCITING THEME -ORIENTED 
HOLIDAY IN MAY THAT ! CAN WASTE 
SPACE BABBLING ON AND ON ABOUT THIS 
MONTH, BUT ONE REALLY COOL. THING IS 
THAT ЕЗ IS COMING UP AND WE ALL KNOW 
WHAT THAT MEANS... LOADS OF NEW TITLES 
TO DROOL OVER! AND JUST THINK OF ALL. 
THE CHEATS, TIPS AND STRATEGIES THAT 
ARE SURE TO COME WITH ALL THOSE 
SPANKIN! NEW GAMES. SO, WHILE THIS MAY 
NOT BE THE MOST BOUNTIFUL MONTH FOR 
HOLIDAYS OR SOLID CODES FOR ALL THE 
SYSTEMS, THERE ARE SOME VERY EXCITING 
TIMES AHEAD. HANG IN THERE! 


К, SO THERE'S REALLY NO TERRI- 


SHADOW MASTER 


SYSTEM: PLAYSTATION 
PUBLISHER: PSYGNOSIS 


CHEAT MASTER ENABLED 


In order to enable any of the following codes, you 
must first go to the first mission (Silvan 1). Once 
you enter the level, head straight into the first 
room. You'll have to off a few aliens beforehand, 
but once inside the room, you'll be able to enter 
any of the following codes! 


INVINCIBILITY 
Make sure you're inside the room described above, 
then press and hold the following buttons AT THE 

SAME TIME: L1, L2, R1 and R2, and then the X but- 
ton. A blue light will confirm your code entry if you 
do it right. 


TOMB 
RRIDER 2 


PC 
PUBLISHER: 


SYSTEM: 


Етроѕ 


LEVEL SKIPPIN’ 
Make sure you're inside the room described at the 
top of the cheat section, then Press AT THE SAME 
TIME, the four keys: L1, L2, R1 and R2 and then the 
Triangle button. A green light will confirm your 
code entry if you do it correctly. To have access to 
the menu selection. Press start, and exit the level. 
You will be in the principal menu and be able to 
choose levels with the d-pad. 


ALL THE CODES FOR THE 


PC version! 
To get all the weapons, simply 

start a game, then while playing, @ 

take out a flare, take one step e 
forward (hold down walk key 629 
while pressing up arrow), then 

take one step backwards, turn around three full 
times and then jump backwards with a roll. Now 
check your inventory! 


For those sadists out there, you can make Lara 
explode by taking one step forward (shift+arrow 
key), one step backwards, WALK around in a cir 
cle three times, then jump P 
backwards. 


MYTHOLOGIES 


SYSTEM: МЕЧ 
PUBLISHER: MIDWAY 


INUINCIBILITY 

Can't get through the game by freezing 

all the enemies? Don't know how to @ 
clear that last stage? Just enter in this зае 
code: TDFCLT а the password screen 

in order to whip through the game and not 

take a single bit о” damage! Stick it to Scorpion and the 
rest of the goons in the game! 


To skip your current level 
while playing, take one step 
forward (hold down walk M 
key while pressing up 
arrow), then take one 

Step backwards, turn 

around three full times 
and then jump for- 
ward and press 
the ROLL button 
while you're in 

the air. 
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ALL ACCESS 


T МЕ PLAVER 
2277 NEW САМЕ ДИО: PLAYER 
ЧУ LOAD EX ^ 

OPTIONS 


SYSTEM: PLAYSTATION 
PUBLISHER: GT INTERACTIVE 


FREE MODE 


Enter the password HANOILBKJO at the 
password/Load screen to 
play in free mode. 


5Ү5ТЕМ: PLAYSTATION 
PUBLISHER: БА 


Free Heros 


Need a little extra faith? Pause the game and press R2, Circle, 
Circle OQ Circle OO to get a free halo. 


“ово Сир Passworps 


ing some serious funnies. 


CINEMA CODE 

188 . . 0, L1, X, Triangle, Square, X, X, X, L1, R1 
0, R1, Square, Triangle, L1 

. . X, R2, Square, X 

.. Square, R1, Square, X, X, X, 0, 0 

. - X, Triangle, X, X, R1, Square, 0, X, L1, X 


apon 


SYSTEM: PLAYSTATION 


PUBLISHER: EA 


Auto CHEAT! 


In order to enable the Cheat Menu in the Pause Menu, 
enter the following code at the Title Screen: 


ОООООО L1 Ri R1. Now when you pause a game, 


you'll have an extra Cheat Menu option at the bottom of the menu! 


Even МОРЕ Goonies! 


To enable any of the following codes, enter the Cheat Menu code from 
above and then pause you game. Access the cheat menu and then enter 
the codes at that screen. 


CODE EFFECT 


L1 Circle O L1 © Square CircleR1.......... 
L1 R1 О Circle © Square © R1 L1 .......... 
© L1 L1 Circle Circle R1 О Square L1 
L1 L1 L1 L1 © Circle Circle Square L1 
L1 Circle © L1 CircleR1L1O R1 ©. * 
L1 R1 L1 ОО Circle ООО Square R1 ....... 
L1 ОООО НІ 
L1 ORI OLI ORI.. 
ORI опоен OLI! .. 


ORI ORI ORI ORI... 
L1 QORI оо... 
ОО Circle L1 R1 L1 Circle ОФ... 
Square Circle R1 L1 Circle O L1 О .. 
R1 L1 Circle © Circle Circle Ф L1 Circle ...... 


Extra Nitros 
Extra Money 


. Add one minute to Time 
. Invincibility 
. Infinite Fuel 


Car Tuneup Menu 


‚. New York Time Trial Available 
. Blood Mode (pedestrians bleed!) 
.. Angel Mode (only world when Blood 


Mode is enabled) 


. . Car Select from Car Tuneup Menu 
. Tokyo Time Trial Available 
. Mission Select 


Mission Skip 
All Time Trials Available 
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System: РС 


PUBLISHER: ACTIVISION 


ULTIMATE CHEeTS! 
Just go to the main menu in 
Nightmare Creatures and enter апу 
of the following codes to enable the 
corresponding cheat! 


CODE EFFECT 

EVERYWHERE. ....... Level Select 

BOULON ......,..... Unlimited Lives and Items 
Enable Slicing 

Play as a Monster 


BRONKO .. 


(NOTE: The 'choose any level code must be entered 
first and then any of the other codes can be entered.) 


SYSTEM: PLAYSTATION 
PUBLISHER: ASC GAMES 


Снеат Cones 
Rename your character to one of 
these when starting a game to 


от | 


enable the desired cheat! 

CODE EFFECT 

GROOVY All Weapons 

WEYHEY 9,999,990 points 

BLOWME Coordinates 

EATTHIS Wanted Level Max 

CHUFF No Police 

TURF All Cities 

MADEMAN All Cities and Weapons 

BSTARD All Cities, Infinite Weapons 
and 99 lives 

FECK Liberty City Part 1 and 2 

TVTAN San Andreas Part 1 and 2 
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“= Us 


INFOGRAMES 


PLAYSTATION 
ELECTRONIC ARTS 


SYSTEM: 
PUBLISHER? 


Revuin’ Up 
All of the following codes must be entered very quickly at the white screen with the INFOGRAMES logo on it. As 
it's loading on the screen, you must enter the code idus it moves onto the next screen. It's extremely difficult, 
but they do work! 


CODE MESSAGE THAT APPEARS 

ОО Triangle Сине... г.и. LOCK OFF 

GO Triangle Circle R2 8 ©. LOCK OFF/RESTART ON 

GO Triangle Circle then hold L2 + LOCK OFF/NARROW ОМ 

©0 Triangle Circle then hold L1 Timer disabled LOCK OFF/TIME OFF 

ФО Triangle Circle then hold 11,12... Timer off/narrow tracks (абата mode) LOCK OFF/TIME OFF/ 
NARROW ON 


ALL ACCESS 


SYSTEM: PLAYSTATION 
PUBLISHER: SCEA 


Оирисате Weapons 
First off, you must have a character 
who has learned the Ninja ability 
“Two-Swords.” Next, make sure to set 
the Two Sword skills on that charac- 
ter’s useable abilities and equip a shield 
in their right hand, and the item you want to 
duplicate in their left hand (the item must be a sword 
that is compatible with a Ninja!). Next, go to any shop 
and choose ‘Best Fit’ from the menu for that specific 
character. Buy the outfit and exit the shop menu. 
Now, go to the ‘formation’ menu and unequip all the 
items you had bought for that character. If you did 
everything correctly, you’ll now have two of your 
character’s left hand items available. 


И» ar 372/392 
пе. 037/257 >= 
CT a—— Tonzon 

sina не: 


SYSTEM: PLAYSTATION —— 
PUBLISHER: SCEA  —  — 


ALTERNATE 


CLOTHING 


Highlight the Competition option on the Main 
Menu and press © 
РОРОРО 
R266 100 
R2. Now both 
Cindy and Ігіп 
will have three. 
new outfits to 
choose from, 
including 
Cindy's leather 
outfit and Irin’s 
School duds. 
Sassy! 
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FEATURED 
NEXT 
MONTH... 


The first true successor to Super 
Mario 64 and one of the most 
technically advanced games ever 
to appear on any system. Rare 
has been hard at work trying to 
make this more than just a Mario 


clone. And Nintendo has faith in 
‘em. Next month will see the 
start of a marketing blitz to pro- 
mote these two characters and 
the game they star in. We'll be 
taking a closer look at this bril- 
liant 3D platform adventure, and 
hopefully reviewing it too. Word 
has it that Rare is already in the 
preliminary planning stages of a 
sequel! So you have to figure that 
the game has met everybody's 
expectations. However, the only 
opinions that really count are 
yours and ours, so tune in next 
month for the full skinny on the 
phattest game of the year. 

And start practising your 

banjo skills. 
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Unless you read magazines backwards, this is the time of the month you hate the most. Тһе end of 
another issue, but have no fear! Our next issue promises to be even better. As we near E3, all of the big 
games of 1998 are starting to surface and Ultra Gameplayers is going to be there, giving you the straight 
(albeit a bit insane) look. Check back April 21st and we'll spare the women and children. 


With the cool new built-in “Ғогсе Mode', Tekken 3 is mcre 
than just the best fighting game ever, it's a fully-fledged 
epic adventure. We'll be hosting the biggest review of the 
year, and it’s gonna be awesome. 


SWIMSUIT EDITION 


Look, it's just too much. there are so many hot video 
game girls, we simply have to showcase this bevy of 
beauties. Next month, Ultra Gameplayers goes where 
no gaming magazine has gone before - to the bikini 
line. Yup, we'll be showcasing the hottest mommas in 
the history of hardcore gaming. So be there, or you 
know, be weird. 


SPORTS ILLNESS 


The definitive guide to sports games past, present, and 
future. Mike Salmon unleashes criticism, praise, and ari 
ideal future in a special edition of Sportsline. This will b» 
the bible for sports gamers and sports game makers for 
years to come. Or, at least Mike will get a chance to vent 
and feel all self-important. 


PREVIEW MANIA 


N64 fans rejoice! Nintendo unleashes the hottest banjc 
pickin’ bear this side of the Ozarks — that’s right, the long 
awaited Banjo Kazooie is here. For something a little less 
weird, we'll have a look at two of EA's latest, Diablo and 
Need For Speed Ili for PSX. PC fans will want to check 
out our reviews of Starcraft and Battlezone, and don't 
distress, Saturn fans, two new games are on the way! 


FRAN’S MIGHT 


1 am Fran. This is evident. You must fear те. | walk 
among you. When the end comes, you shall tremble 
beneath my wrath. | shall sear your bones and crush 
your flesh. All shall perish before me. When I am done, 1 
shall bring order out of chaos and my reign shall be long 
and terrible. You have been warned, prepare yourselves. 
Salvation is only a dream. 
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GAME 
SHARK 


VIDEO GAME ENHANCER 


GAMESHARK 
CODES 


PSX 


ALUNDRA 
Infinite Health ................. 801ac4ac0032 
801ac4b00032 
Infinite бідег.................. 801dd5c4270f 
Infinite Мадіс.................. 801dd5c00004 
801dd5c20004 
О А а АЕ 801dd6c40063 
-...801445180001 
Ісе Мапа -- 801446080001 
Fire Wand. -... 801dd6100001 
Earth Book .... 801dd6800001 
Water Book .. 801446880001 
Ғіге Воок.... -. 801446900001 
Wind Воок.................... 801446980001 
FINAL. FANTASY 
TACTICS 
Infinite Gil .... 800577ce0fff 
. .8019241403e7 
801924160367 
80192418037. 
801924130367 
80192410064 
801926b403e7 
801926b603e7 
801926b803e7 
801926ba03e7 
CT Full Character 2 .... -... 801926bc0064 
Infinite HP Character 3. . ..8019287403е7 
801928760367. 
Infinite MP Character3 .......... 8019287803e7 
801928740367 
CT Full Character 3 .... ....8019287с0064. 
Infinite HP Character 4. . ... 80192a3403e7 
801924360367 
Infinite MP Сһагасіег4.......... 80192a3803e7 
80192a3a03e7 
CT Full Character 4 .... -.. . 80192a3c0064 
Infinite HP Character 5. . . . 80192bf403e7 
80192bf603e7 
Infinite MP Character5 .......... 80192bf803e7 
80192bfa03e7 
CT Full Character 5 ............. 80192bfc0064 


SKULLMONKEYS 
Extra Points К „л 900902360000 
800992360111 
Have All Swirlies .............. 8009624е0103 
WCW NITRO 
Enable Eric Bischoff. . 800633200001 
Enable Mean Gene. . 800633240001 
Enable Jericho... . . 800633280001 
Enable Disco Inferno . :8006332с0001 
Enable Bobby The Brain . . 800633300001 
Enable Miss Elizabeth . . . 800633340001 
Enable Sonny Опоо... : 800633380001 
Enable Ultimo Dragon . . 800633320001 
Enable Steve McMichael . . 800633400001 
Enable Rey Mysterio Jr. . 800633440001 
Enable Jimmy НаЯ............. 800633480001 
Enable Steven Regal . . 8006334c0001 
Enable Jacquelyn .. . 800633500001 
Enable Madusa .... 800633540001 
Enable Kimberly. ... 800633580001 
Enable Колпап. : 8006335c0001 
Enable Hulkster . . . . 800633600001 
Enable Pee Wee. . .. 800633640001 
Enable Stinger . . 800633680001 
Enable Greyling .... 8006336c0001 
Enable Schiavone . . 800633700001 
Enable Savage. . . . 800633740001 
Enable Whitey 800633780001 
Enable Buzz 8006337c0001 
Enable Ivan 800633800001 


N64 


FIGHTERS DESTINY 
P1 Always Have 0 Stars. 802097570000 


P1 Start W/ Extra Stars . . . d02097570000 
80209757000f 

P2 Always Have 0 Stars. 8020b61f0000 

P2 Start W/ Extra Stars . . - d020b61f0000 
8020b61f000f 

GOLDENEYE 

Play Egyptian Level (Multi) 8002b537000b 


Play Caverns Level (Multi) . . 8002b537000a 
Play Archives Level (Multi) . 8002b5370009 
Play Bunker Level (Multi)......... 800265370008 


NAGANO WINTER 


OLYMPICS зв 
Press [START] То Reset Timer... . . 811378860000 
Infinite Stamina . . . . 81138400447a 


81138404447a 
WAVE RACE 
Infinite Time Stunt Mode......... 801c2bfe00ff 
Misses Don't Count . . 801c2a6f0000 
Super Speed .... . 801с2а670020 


- 801с2а670005 
+ 801c2c2300ff 


Maximum Power . 
Infinite Course Out Time . 


Always Place 1st ..... - 801c293f0000 
В Shoulder Turbo Boost.......... 801с2а670005 
d01ce6590010 
801с2а670020. 
99 POMS уны» т т-н ККЕ 801cb3430063 


WCW Us. NNO 


Maximum Spirit РЗ ............. 800101410064. 
No Spirit P3 . . 800f0f410000 
Maximum Spirit P4 800112610064. 
Мо Spirit РА .. 800112е10000 
Infinite Time. . 800117110000 
Maximum Spirit P1 800108310064. 
No SpiritP1...... 800108310000 
Maximum Spirit P2 800100910064 
Мо$рїїР2.. 800f0bd10000 
Maximum Spirit РЗ. 800f0f710064 
No Spirit Р3...... . 800107710000. 
Maximum Spirit P4 800113110064 
No Spirit P4 .. 800113110000 


JEDI KNIGHT: 
MYSTERIES 
OF THE SITH 


SYSTEM: 
PUBLISHER: LUCAS ARTS 


Creat Cones 

Need a little help that the Force 
can’t give you? Then while play- 
ing, press ‘T’ to successfully 
enter any of the cheats below. 


EFFECT 

All force powers 

All weapons 

Full inventory 

Level skip 

Disable Al 

Enable Al 

Force level up 
Flight mode 

boinga on Invulnerability 
boinga off Disable invulnerability 
trixie Mana 

cartograph Display full map 
gospeedso 0 Slow motion 
gospeedso 1 Normal speed 
quickzap Warp to 

specific coordinate 


Cone 
iamagod 
diediedie 
gimmiestuff 
gameover 
statuesque 0 
statuesque 1 
trainme 
freebird 
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SYSTEM: PLAYSTATION 


PUBLISHER: GT INTERACTIVE { ) £ г B “ч 


I've been receiving а ton of emails and letters All PlayStation, 
SunuivaL CHEATS every month for the Code Monkey contest and I N64 and 
Enter any of the following codes in while playing the want to take this little moment to say ‘Thanks!’ to Saturn Code 
game. They may take a couple of tries to get right, but all you dedicated code mongers out there who are Monkey win- 
they work. Also note that there is no real confirmation sharing the wealth. It’s not the most thankful of ners will receive 
noise or screen that appears if you enter the code in jobs, but then again, what is? At least this way, a GameShark 
correctly. you get the chance to win a Gameshark or some Videogame Enhancer 
other groovy prize. And there’s nothing like sub- provided courtesy of the nice people at Interact 
CODE EFFECT mitting a cheat for a prize that allows you to cheat Accessories, Inc. Yes, the N64 Game Shark is 
L1; R1, L1, R1, OOOO Invincibility even more! If you think you have a code that goes finally here! Of course, PC owners still won't get 
R1R2R1 R2 0000 Quad Damage the distance, don't hesitate to ship it off to: ULTRA jack! No, no, still kidding. PC owners will receive a 
L1 RI L1 вт ОООО Unlimited Game Players, c/o Code Monkey, 150 N. НИ! Drive, prize of equal or greater value than a GameShark 
Weapons Brisbane, CA 94005. Or you can email them to me at the discretion of ULTRA Game Players. 


at <freyes@ultragp.com>. 


SYSTEM: PLAYSTATION 
PUBLISHER: ACTIVISION 


BaBy MoNsTERS 


The code that I have found is for the PlayStation game, 
Nightmare Creatures. It turns all the monsters into baby mon- 
sters. They even sound like lil’ monsters! First, you must enter 
the level select code at the title screen: L1, L1, L2, R1, R1, R2, 
SELECT. You'll hear a sound to confirm the code. Next, enter L2, 
L2, R1, R1, L1, R2, SELECT and, if you enter it in correctly, you'll 
hear the same confirmation noise as before. Now, once you 
begin a game, you'll be able to scroll through the different levels. 
Above the level select, turn the option for REDUCE to ON. Now all 
the monsters will be tiny! 

-Corey O'Connor, Mexico, MO 


SYSTEM: PLAYSTATION 
PUBLISHER: EA 


Bonus Teams 

At the Custom Team menu enter any the following 
names to access new teams created by EA for the 
game. Those crazy testers! 


TEAM LIST GRE BATTLE 

E SYSTEM: PLAYSTATION 

Hitmen Coders PUBLISHER: ATLUS 

Hitmen Earplugs 

Hitmen Idlers брекпү PLay 

Hitman Pixels For increased speed, type in the opinion |еадег 5 name as 

Qa Campers 'GOTOHELL'. Now all grounded units will move as fast as flying 
Qa DBuggers units and the flying units will move extremely fast! The down- 
Qa Testubes side to this code is that the Zeteginean empire's units will also 
Tnt Blasters receive the speed boost. 


-Rick Pardy, Bay Largent, 
Newfoundland, Canada 


(NOTE: I've been informed that this code does really work by 
other readers, but | didn't notice much of a difference myself 
when I tested it. It may just be me, but give it a shot.) 
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“ALL ACCESS 


SECRETS! 


PLAYSTATION 
CAPCOM 
2 CAPCOM 


| hroughout Breath of Fire ЇЇ, there are а ton 
of secrets and side-missions that you 
won't necessarily have to complete or find 
in order to finish the game. But without them, you'd 
iss half of the real fun to be had in the game! So, if 
и pride yourself on being an RPG perfectionist, you 
гоп miss a single Master, Fishing Spot or Brood 
"бепе. So, what are you waiting for? Get to it with the 
‘help of this guide and make us proud! 


ОТЕ: This guide was constructed from a beta ver- 
ion of Breath of Fire ІІ, therefore, some of the names 
ау change in the final version, but the solutions and 
locations will remain the same.) 


Мавтен List 


“You'll be able to learn a lot of valuable skills from a 

е variety of Masters. Make the best of it and have 
‘each of your party members sign up with one as you 
are adventuring. The earlier levels are easy to gain, 
but later, you'll be required to amass a huge amount 

-of experience points, so you'll learn easier from 

~ Masters earlier in the game. 
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THE COMPLETE 
COLLECTION OF _ 


BUNYAN 


WHERE: In a hut in Cedar Forest 

REQUIREMENTS: none 

SKILLS TAUGHT: Risky Blow (2 levels), Focus (5 lev- 
els), Super Combo (8 levels), Disembowel (10 levels) 
STATS: 


Attack. . 


Intelligence . 


WHERE: Behind the stone slab in Mt. Zubo 
REQUIREMENTS: You must wait until she is rested 
SKILLS TAUGHT: Inferno (2 levels), Blizzard (5 levels), 
Thor’s Hammer (8 levels), Sirocco (11 levels), Seven 
Senses (15 levels) 


STATS: 

НАСЕРА JO 
AP +3 
Power. . +1 
Defense . . 3 
Agility... +1 
Intelligence . ..+3 


D'LONZO 


WHERE: Top of hill at Coffee Shop. 

REQUIREMENTS: Fifteen different types of weapons 
in inventory at once 

SKILLS TAUGHT: Monopolize (2 levels), Intimidate (3 
levels), Steal (4 levels) 

STATS: 
HP. 

AP: V. 
Attack. . 
Defense 
Agility. . .. 
Intelligence ... 

- Higher accuracy 95 


DURHRNDRL 


WHERE: Walls behind Wyndia (? spot) 
REQUIREMENTS: none 

SKILLS TAUGHT: Unmotivate (1 level), Feign Swing (2 
levels), Backhand (3 levels) 

STATS: 
HP 
AP. 
Offensive Power. 
Defensive Power 


оооооос 


Intelligence .... сг 
- Can't use any acquired Skills 


EMITAI 


WHERE: Hut near Dauna Mine (? spot) 
REQUIREMENTS: Must pay him 10,000 Zenny 
SKILLS TAUGHT: Antidote (2 levels), Mind Sword (4 
levels), Chakura (6 levels) 


STATS: 

HP. 

AP 

Offensive Power. -2 
Defensive Power. 52) 
Agility. . 1.0 
Intelligence +4 


FAHL 


WHERE: Pub in Arena town 

REQUIREMENTS: Fight 30 times in a row without rest- 
ing 

SKILLS TAUGHT: Charge (2 levels), Counter (4 levels), 
Resist (6 levels) 


STATS: 

Pesta ‚+4 
AP... ‚0 
Attack. . екі 
Defense *3 
Agility. . . . -3 
Intelligence -3 
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GIOTTO 


WHO:: Beach area in Rhapala region south of 
Checkpoint Bridge (? spot) 

REQUIREMENTS: More than 3000 points in Fishing, 
status higher than Rod Master 

SKILLS TAUGHT: Trump (2 levels), Berserk (5 levels), 
Sudden Death (8 levels) 


STATS: 
HP. SKILL NAME 
AP mm Burn 
Offensive Power. . Unmotivate 
Defensive Power . Intimidate 
Agility........ Implode Eye 
Intelligence ..... Jump 
Charge 
HRCHIO Double Blow 
WHERE: Kitchen area of Wyndia Castle Timed Blow. 
REQUIREMENTS: Must bring him Beef Jerky, a Wind Strike 
Martian Squid, Swallow Eye, and a Fish-head. Flying Kick 
SKILLS TAUGHT: Mighty Chop (2 levels), Demon- Mind Flay 
Cutter (4 levels) Disembowel 
STATS: Wall of Fire 


Thunder Clap 
Bum Back 
Focus 
Tornado 
Magic Ball 
Resist 
Intimidate 


HONDRRR Spirit Blast 


WHERE: Urkan Tapa Ped pue 
REQUIREMENTS: Must have leamed Backhand skill CI 
from Durandal Meditation 
SKILLS TAUGHT: Meditation (2 levels), Kyrie (5 lev- Mighty Chop 
els), Benediction (8 levels) Frost Strike 
STATS: " Transfer 

HP 
AP 


ENEMY SKILLS 

Here is a brief, but rough list of some of the 
Skills you can acquire from enemies during 
battle. Try it out for yourself and see what 
others you can find! 


ENEMY 

Mage Goo 

Lower Goblin 

Elite Goblin 

Lizard Pet/Trickster 
Roach/Giant Roach 
Thundercry/Armor Pooch 
/Eye Goo 

Nut Troop/Lizardman 
Ripper 

Lizardman 
Trickster/Old Man 
Headbanger 
Assassin 

Reflector 

Reflector 

Old Man 

Penetrator 
Scorpion 

Egg Gang 

Silver Egg 
Hobgoblin 
Hobgoblin 
Eliminator 

Armor 

Adept 

Dragonman 

Armor 

Tank 


Power. 
ee ? Ryu and Momo will make 
gility . . a terrific pair once you 
Intelligence . : ‚+1 get a handle оп ай of 
Holy property increased Momo's strange abilities. 
Her power and Ryu's 
magic can bring down 


LRDON any nasty boss standing 


WHERE: Wall relief above Port Drive in Dragonier in your way. 
REQUIREMENTS: Must have all eighteen Genes, then. 
examine the small dragon statue in town. Will only 
appear to Ryu. 

SKILLS TAUGHT: Mind's Eye (3 levels), Deity Attack 
(5 levels), Horror Barrier (7 levels), Horror Smash 

(9 levels) 

STATS: 
HP 

AP 
Power. . 
Detense 
Agility. . 
Intelligence 


You're back asain! 
© сак 


FIND 
ШОТ 


Saturnwonia 


ШОР. Online: 


MERYLEEP 


WHERE: Mysterious Forest near Eastern 
Checkpoint (? spot) 

REQUIREMENTS: Throw a rock in the lake to sum- 
mon Meryleep, then bring her the Flower Jewel 
from the River Gang Hideout near Mykss Gorge (? 
spot). Must have Faerie Пага. 

SKILLS TAUGHT: Charm (2 levels), Shadowalk (5 
levels), Battle Song (8 levels). 

STATS: 


ise 

40 

E! 

st 

Agility... . ames 
Intelligence ................... 0 


MYGRS 


WHERE: Tree Stump near Cedar Forest (? spot) 
REQUIREMENTS: Give him all your Zenny (he'll still 
teach you even if you have zero Zenny). 

SKILLS TAUGHT: Frost (1 level), Barrier (4 levels), 
Magic Ball (6 levels), Shezaaga (8 levels) 

STATS: 
HP. 
АРЕ 
Attack. . 
Defense .... 


Intelligence: . 


YGGDRASIL 


WHERE: Tree location east of the Plant (? spot) 
REQUIREMENTS: Must give him a Wisdom Fruit. 
Will only talk to Peco, 

SKILLS TAUGHT: Sanctuary (2 levels), Recall (5 
levels), Mikatect (8 levels) 

STATS: 
HP 


APO +1 
Attack. . -2 
Defense +1 
Agility. . . . 0 
Intelligence . 42 
Low defense against Fire 


THe Кумса Ное ^N' SEEK Gana 
During adolescence, talk to the four leather jacket- 
wearing teens hanging out in Wyndia’s town 
square. They’ll challenge you to a wacky game of 
hide ‘n’ seek. Take them on and if you find each 
one, they'll become Masters ready to teach you a 
thing or two. They don't necessarily teach you 
skills, but they'll grant you certain abilities that will 
help you greatly. 


WHERE: Inside Dauna Mine (on wooden platform 

overlooking mossy fossil skull) 

ACQUIRED SKILL: Tune Shift (Allows entire battle 
formation to remain as agile as the person in the 

lead) (3 levels) 

STATS: 


Defense 
Agility... . 
Intelligence ... 
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LEE 


WHERE: Eastern Checkpoint (behind the large wall on 
the side closest to the bridge) 

ACQUIRED SKILL: Intelligence Shift (Last character in 
the battle formation has increased magical power) 

(3 levels) 

STATS: 

HPS de retro РУКУУ 
AR 
Power. . 
Defense 
Agility... . 
Intelligence . 


WYNN 


WHERE: Behind far west house in Junk Town 
ACQUIRED SKILL: Enhance Shift (Everyone in battle 


will have their HP increased for one full turn) (3 levels) 


STATS: 


Defensive Power. 
Agility . . 
Intelligence . 


ooooco 


FAERIE VILLAGE 


acquire after saving them from that crazy pink 


Check these out. 


List оғ Joes 
JOB TITLE 

Scholar (Job/Culture). 
Merchant...... 


PURPOSE 


Do sou want to use 
The Faerie Tiara? 


One of the more interesting little side-missions in 
the game is the Faerie Village management job you 


Australian dolphin. Your job is fairly straightforward 
and, if you manage to build up the village enough, you'll have access 
to some services and goods which aren't available elsewhere for purchase! 
It's the only place that I’ve found the excellent Angling Rod for sale. 


. . Develop new culture and jobs 
. . Sell Products 
Running an Inn at 10 z a night 


.. Will buy unusual items for higher price 


Inn 

Gift Gives away Items . 

Fortune. . . Predicts the future 

Explorer (Nearby/Day/Distant). . . . . Explore and search for items 
Antiques. ....... 

Music .. Play music select 

Casino . .. Play various games for zenny 
Copy .. Duplicates an item 


камо 


WHERE: Castle Wyndia catacombs (behind а head- 
stone in main room) 

ITEMS GIVEN: Cupid's Lyre (accessory that lets you 
regain HP while walking) (3 levels) 


STATS: 

HP 0 
AP . 10 
Power. 5:10, 
Defense . ен 
Agility. . . .0 
Intelligence ................... 0 

Nina proves to be a rather 


powerful sorceress, and if 
you team her up with a 
good Master - you'll be 
able to make her a force to 
he reckoned with later in 
the game. 


24 


Тһе Faerie Village will help you 
during your journey immensely. 
Not only will you be able to buy 
rare items from their shops, but 
you'll also be able to valuable 
items for higher prices, as well 
as copy items, weapons or 
whatever you heart desires. 


http: //www.ultragp.com 


FISHING List 

Wanna know what fish are available and how to get them? Need a little hint on what rods or bait 
lurk later in the game? You need look no further to find out how to get what including what wares 
you can purchase from Manillo at the different fishing holes! 


NT 


NO FISH WHAT IT DOES REQUIRED BAIT 

1:5: Jellyfish. са агаве Restores THP елан Any 

20 н к ТЖ oisi Restores 20 HP ................ Any 

Ера . Flame Attack vs. one target. . Any 

412% Restores JO HP... 5rd Spirit, Worm, 

LS Restores 5 AP. .. Spirit, Worm 

6%; . Earthquake vs. all targets . Frogs 

кака Restores ВО HP. Sie reos Any 

8 ... Martian Squid ....... Induces blindness vs. а! ......... Spirit, Worm, Caro 

9 ... Black Bass. . Restores 80 HP to all . . ‚ Deep Diver, Caro 

10 ..Barandy. „а.г Restores 240 HP to райу......... Deep Diver 

11 .. Man-o-War......... Restores 1 HP Any Y 
12 .. Flying Fish. . Restores 20 HP . Any 

13 ..Blowfish ........... Cures Poison . . „Апу ) le ext Generation 
14 .. Sea Вгеат.......... Restores 5 AP. . . Spirit, Worm, Caro 

15 ..SeaBass.. . Restores 80 HP . Any (Deep Diver) 


16 .. Black Porgy . Restores 20 АР... . Deep Diver 


17 .. Octopus. . Induces blindness in all targets. . . . Spirit, Worm, Caro 
18 .. Angler... . Quake attack . Spirit, Worm, Caro 
19 . . Devilfish . Electric attack vs. one target. . Spirit, Worm, Caro 
20 .. Spearfish . Restores 240 HP to party. . ‚. Deep Diver 

21 .. Whale .. 


“Restores Full HP & status to party.. Deep Diver 
22 .. Mackerel . Maeykss Gorge EE 
23 .. Мапћо............. Merchant Shop 


TEM BUY/FIND DESCRIPTION | 

Wooden Rod....Shop........ Beginner’s rod, breaks easily, low range 
Bamboo Rod. ... Tower. ...... Long range, but breaks easily. 

‘Angling Ной... . Faerie Village . Rod with best range, high pull, hard to hold 
Spanner . Е ‚. Strongest rod, сап pull up any fish 

СОП .......... я Heavy — sinks fast, Manillo's favorite 
Мїогт......... Worm lure, good for deep-water fish (Lv. 1) 
Old Popper .... - Hugs surface (Lv. 1) 

Sinker... . Fish lure — sinks and floats (Lv. 1) 

Baby Frog : Frog lure with lead sinker (Lv. 2) 

Spirit. „Це with leaden sinker (Lv. 2) 


Float . . Fish lure — sinks when moved (Lv. 2) 
Popper . Fish lure — stays on surface — low range (Lv. 2) 
Garo... ‚ Fast lead sinker with worm (Lv. 3) 


Hanger 
Top.. 
Frog . 


. Fish lure — has good balance (Lv. 3) 
. Fish lure — sinks when moved (Lv. 3) 
. Frog lure with good balance (Lv. 3) 


= Manillo . 


Heavy Caro. . Large, weighted lure (Top Level) 
Dogwalker ..... Manillo. ..... Fish lure — limited range (Top Level) 
FatFrog ....... Manillo...... Floating frog lure — sinks when moved (Top Level) 


Deep Diver ...... Manillo. ..... Great for deep-sea fishing (Top Level) 


Gene List 
If you're really meticulous about your RPG gaming, then you'll need to know where each and every Gene 
is located. Look no further than this list to satisfy your perfectionist tendencies. 


GENE WHERE TO FIND IT COST ATTRIBUTE 
. . Castle Wyndia Catacombs ..... 5 ...Fire Breath 


Maekyss Gorge . . .5 ...lce Breath 
2 Hut іп Rhapla Region . . .5 ... Thunder Breath 
Fight against Zombie Dragon ...5 .. . Shadow Breath/Poison 
Container Yard .. .5 ... Shine Breath 
Plant in Eastern Wyndia . .8 ... Warrior Dragon form 
Defender. . Mt. Boumore........ .8 ... Counterattack 
Eldritch . . . Rhapala Lighthouse .8 ... Magic Attacks 
. Mt. Zubro. . . 16 .. Behemoth form 
. Туа Palace. das ‚8... Reveals forms of other Genes 
. Crash site north of Tower? .8 ... Assist Spells 
- Southeast of Mt. Boumore? .3 ... Reversals 
„Зее! Beach........... .3 ... Random result 
. Hut west of Steel Beach? 28:2 ? 
Trance. . . . Yggdrasil tree оп Lost Ѕһоге....8 ... Hidden power 
Failure. . . . Steel Grave . 1 ... Whelp form (except with Infinity) 
Fusion . . . . Fight with Zombie Dragon. .....6 . . . Combines allies 
Infinity. . . . Fight with Elder in Dragonier ...40 . . Kaiser Dragon! 


MeNiLLO's Тнагима SHOP! 


LOCATION OF FISHING HOLE: NEAR MCNEIL FARM 


LOCATION ОР FISHING HOLE: TIDEPOOL WEST OF 


(WESTERN WYNDIA) STEEL BEACH (URKAN REGION) 
ПЕМ 4. BARTER REQUIRED ITEM BARTER REQUIRED 
Silver Knife. . . Rainbow Trout x2, Trout x2 Demonsbane...... Spearfish, Black Bass x2 


„. Trout, Pirana x2 Aries Spear . 
‚. Trout, Puffer Heavy Caro. . 
Pirana x3 FatFrog.. 
Pirana x3 Dogwalker . Devilfish, Martian Squid, Octopus x2 
. . Puffer x2 Deep Diver. . . Devilfish, Martian Squid, Octopus x2 
. » Puffer x2 SkillInk еее Octopus x2, Devilfish 
. . Rainbow Trout, Trout 


«Spearfish, Sea Bass x9, Sea Bream x9 
. Devilfish, Martian Squid, Octopus x2. 
. Devilfish, Martian Squid, Octopus x2 


Bell Collar . . . Angler x3, Martian Squid x3, Sea Bream x5 LOCATION OF FISHING HOLE: SOUTH OF URKAN TAPA 
Holy Mantle .......... Black Bass x3, Bass x9, Sea Bass x9 (URKAN REGION) 
ITEM BARTER REQUIRED 
_ LOCATION OF FISHING HOLE: NEAR NORTHERN Wisdom Ring...... Angler, Black Porgy, Sea Bream 

CHECKPOINT (DAUNA REGION) Lion's Belt . . . Martian Squid x2, Bass x2, Sea Bass x4 
ITEM BARTER REQUIRED Vodka Shot . . Martian Squid, Octopus x2, Sea Bass x3 
Wisdom Ніпа...... Black Bass, Rainbow Trout x5, Trout x5 Caro .. . Sea Bream x3 
Lion's Belt. ‚. Angler, Rainbow Trout x9, Trout x9. Frog .. . Sea Bream x3 
Vodka Shot .. Bass x2, Rainbow Trout x5, Trout x5 Top. . Octopus x2 

. . Rainbow Trout x2, Trout x3. Hanger. . Octopus x2 


. . Rainbow Trout x2, Trout x3 Skill Ink . . .. Black Porgy, Angler 


Тор. . . Rainbow Trout x3, Trout x2 
Hanger. . . . Rainbow Trout x3, Trout x2 LOCATION OF FISHING HOLE: NEAR CLIFF (RHAPALA REGION) 
Skill Ink... . . . Martian Squid x2, Rainbow Trout, Trout ITEM BARTER REQUIRED 


Katzbalger . г. Barandy, Black Bass x2, Red Catfish Hawk’s Ring ...... Black Bass x3, Bass x5 

.. Barandy, Black Bass x2, Bass Artemis’ Сар...... Black Bass x2, Angler x2, Sea Bream x5 
Speed Boots Barandy, Black Bass, Devilfish х2 

LOCATION OF FISHING HOLE: NEAR TOWER Soul бет... . Barandy, Sea Bass x2 

(EASTERN WYNDIA) Bell Collar . . . Devilfish x2, Angler x3, Sea Bream x9. 

ITEM BARTER REQUIRED Holy Mantle . . Black Bass x3, Bass x9, Sea Bass x9 

‚. Bass, Blowfish x3 Skill Ink ....... . - Octopus x2, Devilfish 


- . Black Porgy, Flying Fish x4. 
. Blowfish x3 LOCATION OF FISHING HOLE: NEAR CONVINAUGHT 


.. Blowfish x3 (LOST SHORE) 
‚. Flying Fish x2 ПЕМ BARTER REQUIRED 
. Flying Fish x2 Royal Sword ...... Whale, Spearfish x3, Barandy 


Skill Ink . ..... ү. octopus x2 Life Armor . . . Whale, Spearfish, Barandy x3 
1) Cupid's Lyre. . Whale, Barandy x2, Red Catfish x5 
Shaman's Ring . Whale, Spearfish x3, Red Catfish x5. 


Ivory Dice... 
Skill Ink... . 


. Spearfish, Red Catfish, Mackerel x5 
.- Spearfish, Devilfish 
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Heavy Gear 
MiNI-STRATEGY Ошок 


svsrEM: РС 
PUBLISHER: ACTIVISION 
DEVELOPER: ACTIVISION 


hile playing Heavy Gear, your vehicle picks 

up new traits as you play, and these special 
behaviors aid you during combat. This idea was 
originally conceived in the paper- 
based Heavy Gear game, 
manifesting itself as а 

neural network 

that typically 
resides ina 
small box 
beneath each 
pilot's seat. The 
box, and the behaviors it 
acquires, are referred to 
as Gear Al. 

Each behavior is 
triggered by a particular 
set of circumstances dur- 
ing a mission, and is 
carried with your pilot 
from that point forward, 
regardless of which Gear 
he's piloting (the Gear AI 
box moves with you). If a 
pilot engages a Gear's sec- 
ondary movement system 10 
times or more during a mission, there's a 2096 
chance of a skating bonus at the end of the mission. 
If a Gear's armor gets very thin, but the mission is 
still successful, there's a percentage chance of get- 
ting an armor bonus. 

The benefits of each new behavior to a pilot 
are quite diverse. For example, when a Gear gets an 
armor bonus, an additional --5 thickness is added to 
all its armor without adding any additional weight. 
When a gear gets a speed bonus, its top speed is 
boosted by 10%, without changing engines or actua- 
tors. With clever sensors, the Gear's sensor rating is 
incremented by one. 

These benefits are available in all parts 
of Heavy Gear, including the 
Story path, Tour of Duty, and 
Multiplayer. Gear Al are 
generally noted in 
debriefing, and can be 
viewed at any time from 
the Barracks screen, 
where all of a pilot's. 
attributes are displayed. 


Рвоопсев!5 ExcLusive GUDE то IMPROVED Al 


Bamsur 


Large metal objects clank around the landscape and do 
horrendous amounts of damage to each other. The iron- 
workers union must be profitable here! 


THe Best Mission WaLkTHROUGHS 
Take these optimum paths in Story Mode to get 
through the game with the best score. 


Mission 1— HUNTSMAN 
Тит right to engage the infantry men without using 
your weapons. Simply walk into them to take them 
out. Use rocks and hills as cover to engage the two 
sentries. Once they're down, an Antelope jeep will 
emerge from the nearby base. Destroy it 
before it escapes, or you'll have to face a 
much stronger gear. When you reach 
waypoint Echo, your objective will switch 
to destroying the nearby base. Hit F1 to 
call-up your communications options, 
then order an air-strike. It will take sev- 
eral minutes to destroy the base once 
they've arrived. If all enemies have been 
destroyed, help finish off the base. 


ШШ, E 
BEEN 


MISSING 


ALL ACCESS 


MISSION 2 - FIRE-LANCE 
Ав soon as the mission starts, move straight ahead 
towards the gear on your radar and take it out. 
Follow the way points until you find Reeves caught 
between two enemy gears. Reeves will take them 
out without needing assistance, but two more gears 
are waiting in the wings to attack. Break off and 
attack the nearest gear using the rocks arid debris 
for cover. Once the enemy gears are down, you can 
call for the transport at nearby waypoint India, or 
make the long trek to waypoint Julia. Staying at way- 
point India gives you a better tactical position, 
allowing you to prepare for the two incoming gears 


Mission B — Recon 12-AS 

Follow the waypoints until you spot the enemy base 
near waypoint Lima. Destroy the two satellites at 
Lima so that two of the sentries guarding the base 
leave to investigate. Once they're out, sneak into the 
base and head southwest. Your primary objective is 
to seek out and destroy the base's headquarters. It is 
ithe tall, cube-shaped building with the angled sur- 
faces surrounding its base and roof. Once you've 
located it, call in the airstrike to demolish it. Fire а 
few rockets at it to expedite its destruction if you're 
not pre-occupied with the incoming gears. You must 
eliminate ай enemies to complete the mission, so 
turn your attention to the enemy vehicles once you've 
taken care of the headquarters. You should have a 
tank and a gear in your immediate surroundings, with: 
two more gears and possibly two jeeps en route. Use 
the buildings for cover to take them out. Keep your 
distance and draw them towards you to avoid being 
double- or even triple-teamed: 


and choose your cover. If you decide to be picked up 
at waypoint Julia, make sure to avoid falling into the 
ravine along the way. Head east along its edge until 

you reach a bridge with two sentries guarding it. Try 


to break past them and have them follow you across. 


As soon as you and Janus are beyond the bridge, 
spin around and fire at it with your rockets. If you're 
lucky, this will take out the gears. If not, it will at 
least delay them long enough for you to reach Julia. 
Or you can simply engage the gears as soon as you 
see them and cross the bridge without conflict. 


Mission 4 — AED ANGEL 

Pick a fast gear for this mission, but be prepared to 
face many enemy Grels. Immediately switch to your 
wheels and follow the nearby gear, firing as you 
move. It will stop running and turn for attack. Take it. 
out as fast as you can, then switch your targeting to 
the other gear in the area. Let the remaining gear 
lead you north into the ravine, then try to take it out 
before it attacks. Stay in the ravine and follow it to 
the hidden base. Use the other three gears on your 
radar as landmarks to your destination. Once the 
base is in view, call for an airstrike and draw the 
gears out of the base one at a time, using the rocks 
for cover, 


Mission 7 — Батис. S4-Al 

Target the nearest gear and head towards it. 
Throttle down to a stop at about 200 meters from 
your target and zoom in. Fire at the ammo box. It 
is the large cube positioned to the left of the gear 
bunkers. It will explode, and if you're lucky, take 


both gears with it. As soon as the first two gears 
are gone, call in the Behemoth transport for cover 
as you approach the next three targets. Try to tar- 
get your first gear from as far away as possible 
and unload a few rounds before it has time to 
react. 250 meters should be close enough if you 
use light amplification and zoom in all the way. 


Mission В — Монт ANGEL 


Mission З — BLeck PALADIN 
Throttle up and head for the three infantry just 
outside the base. They are tank pilots, Any that 
you let by will pose a serious threat once they 
reach their vehicles. Run them over to save 
ammo. If you're up to the challenge, stay and 
face the remaining gear in this area. If not, 
Switch to your wheels and head towards way- 
point Sierra. You will be intercepted by two 
gears en route to way Sierra. Try to separate 
them as much as possible and take them out 
one at a time. Way Sierra has been compro- 
mised, so continue on to way Tango, where 
you will meet one more enemy gear. To save 
wait time, call for pick up before engaging the 
gear. Use the bunker surrounding Tango’s 
coordinates for cover as you finish it off. 
Switch to your rockets if necessary. 


Lead the other two gears out of the city and take 
your time eliminating them. There's no cover, so 
strafe as much as you can. Call in an airstrike for 
assistance if you have trouble. Assuming you 
didn't spend too long inside the city, you should 
only have to face one more gear and two jeeps. 
Target the gear first and try to take it out from a 
distance before moving in for close combat with 
the jeeps. If you haven't already, call in ап 
airstrike to help finish the mission. If you did get 
too close to the city, three more gears will move in 
for attack. If this happens, you're on your own. 


Head towards the stilleto to serve escort duty, but be ready for a surprise along the way. A lone gear is waiting 
for you about 250 meters before waypoint Zulu. Take it out before it is able to retreat, then meet up with theb 
stilleto. Move into the city and locate the headquarters. It is the tall, cube-shaped building with the angled sur- 
faces surrounding its base and roof, Once you've located the headquarters, run to the right and find the gear 
waiting behind a nearby building. It won't activate until the stilleto starts firing on the headquarters, so get as 
many shots in as you can and you might have one less gear to face later on. When the headquarters is 
destroyed, your good friend Janus will order an airstrike on the town, whether or not you're in it. Stay with the 
stiletto and fall back to way Zulu, but keep firing as you retreat. You'll have to face those gears eventually any- 
way. When the stiletto reaches waypoint Zulu, it will be attacked by two more gears. Let one gear work on the 
stiletto while you combat the other. Once they're taken care of, the four gears from before will move in from 
the city. Take them as they come and try to use the stiletto for 
assistance. It is their primary target, but it's also very ; 
durable and has enough fire power to hold its own. 


Mission 6 — Vipen’s Nest 
The base with hostages is straight ahead, but 
tread carefully, there are four gears guarding 
the city. As soon as the closest one attacks, 
switch to reverse and draw it away from the 
others. Strafe right and try to get the water tow: 
ers on the east side of town between you and 
the gears, If an enemy hits one of the water 
towers, it'll be attacked by two tanks waiting 
beside them. Once the gears are gone, enter 
the city. The hostages are in the cylindrical 
building in the southeast corner of the city. 
Inspectit, then call for the evacuation vehicle to 
rescue the hostages. Lead the vehicle to way- 
point Oscar, but watch out for the mine field 
just before the hill. Veer left to go around it and 
instruct the rescue vehicle to do the same; As 
you climb the hill towards waypoint Oscar, 
you'll run into a tank. If you're able to, take it 
out. This is the last enemy you'll encounter, so 
don't hesitate to use your rockets. 


Mission 9 

Run towards waypoint Yankee and help the friendlies 
take.out the Naga. They will help you later in the mis- 
sion. Cycle through the targets, find the paratroopers, 
then go to them, killing the gears that attack you on your 
way. Escort the paratroopers to waypoint Zulu and fol- 
low Blue Two after you get a message from him. Use the 
buildings as cover to kill the traitor and the newly arrived 
gears, then escort the paratroopers to waypoint Alpha. 
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